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Hot Soundtrack 

Featuring The Music Of 


The Younger, 
Younger 28's 


TEST DRIVED 


Available November '97 For Sony PlayStation and PC CD-ROM 
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NEiJS: Page 12 

AH the latest industry news fit nicely on 
one page with room to spare. Read all 
about it, you’ll be quizzed on it 
tomorrow. 


without question, the best new game 
software-starved N64 owners are going to 
see this Christmas. Oh, and don't forget 
about those spring sports, new basketball 
and baseball games for everyone! Lastly, 
if you haven't seen it in an arcade yet, grab 
some quarters and head on down to the best 
local spot. Midway's NFL Blitz is one of 
the best looking arcade games yet and the 
home versions will hit in the fall of'98... 

Have you seen ali of the PS game 
advertising on TV? While it can be kind of 
hard to catch the message over all of the 
noise, my personal favorite is the Jet Moto 
2 campaign — the one with the grandma 
playing the game while one of the 
competitors chews her out as he keeps 
banging against the wall with his turn signal 
on — hilarious! Hey, we've got this 72 year 
old subscriber — maybe we can get them 
together... sounds like an episode of the 
"Love Boat", doesn't it? 


This issue marks another first for 
PSExtreme — our 1997 Holiday Buyer's 
Guide. This 16 page insert is packed with 
all kinds of goodies suitable for gift-giving 
and present-getting. We intend to make this 
an annual event and hope that you find it 
an indispensable part of your list making... 

Early holiday sales are looking VERY 
strong. Most retailers are reporting brisk 
sales on PlayStation hardware and software, 
with titles like Final Fantasy VII, NFL 
GameDay 98, Fighting Force, Crash 
Bandicoot 2, Madden NFL Football 98 and 
Colony Wars grabbing a lot of pre- 
Thanksgiving dollars. 

Review updates: in preparing Crash 
Bandicoot 2: The Official Strategy Guide 
and Tomb Raider 2: The Official Strategy 
Guide, we have been spending many hours 
and a lot of late nights with both products. 
You will absolutely be blown away with 
the quality of both of these games... check 


ECUTE: Page 1*1 

Codes is what you want? Codes is what 
we got. It’s cheatin’ time! 

Page 2b 

Brand new, primo, top notch, quality 
screen shots designed specifically with 
your visual pleasure centers in mind. 

PECTIMG: Page 3D 

The number one source for unreleased 
game viewing and consumer relations. 


CLUSIVE 


TREME: Page 52 

That ornery gecko is back in three dee 
with funky new duds and a fancy new 
hop. Check it out, baby! 


The best place to eyeball our gaming 
opinions on easy-to-read pages — 
wherein, it is our intention to guide you 
to the proper buying decision, forthwith. 



'em out — you'll be glad you did! 

Look for our annual awards issue next 
month: The 1997 Extreme Awards For 
Excellence in Gaming. If you want a few 
clues as to what titles will emerge 
victorious, this issue's buyer’s guide should 
provide a hint or three... 

Things to look forward to in early 
1998: Make sure to save some cash for 
AFTER the holidays. Why? Oh, we can 
think of a few reasons: Resident Evil 2, 
Gex: Enter the Gecko and Blasto (yes, it is 
still coming out) are the first ones that pop 
to mind. Also, the PlayStation version of 
San Francisco Rush is a little behind 
schedule but, if it is anything like the N64 
version, it will be well worth the wait. It is, 



Speaking of subscribers (and all of you 
more anonymous readers out there), I would 
like to extend my personal thanks to each 
and every one of you for your support of 
our publication. We research, write and 
play for you, and your letters of 
encouragement give us the juice we need 
to keep making those 30 day deadlines. We 
have been cataloguing your input over the 
past year and will be making changes to 
the magazine over the next three issues — 
keep your eyes open, as we continue to 
strive to make PSExtreme your best source 
for PlayStation information. 

We wish you all a cool yule and un 
bueno nuevo ano. 

Dave 


CRITICAL DEPTH! 
Pg. 60 
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Dear PSExtreme, 


I very rarely write magazines regarding 
the contents, but something in issue #12 
really struck a nerve with me. It has to do 
with the review of Castlevania: SOTN. I do 
not want to know what is going to happen 
in a game before I play it and I was 
repeatedly told about many of the surprises 
and little details that I would rather have 
found out by playing the game. For a case 
in point, this is a quote from the review: 
“When you’ve finally completed 100% of 
the map and taken care of the real enemy, 
the game is only half done... I love that!”. 
Well I love that too, but I’m not going to 
love it half as much now that I know it 
before it happens. This is like telling 
someone all about a movie before they see 
it and nobody likes that. A good review 
should tell us if a game is good by 
commenting on graphics, gameplay, is it 
long enough, and so forth. Just please leave 
the tips and overly descriptive stuff to the 
hints section, at least then I’ll know not to 
look. 

For the most part, I think you have a great 
magazine and everyone is allowed mistakes. 
I just wanted to let you know my thoughts 
on the issue. 

Also, while I’m at it I would like to agree 
with a letter in the same issue about 
improvements to the magazine. First I think 
a section dedicated to RPGs would be great 
as I am a huge fan of the genre. Second, 
more letters would be great as I also like 
to hear other gamers’ opinions. As for the 
added codes and a poster, I could care less, 
I wouldn’t use either of them. 

Thank you for your time and keep up the 
good work. 

Andrew Wiley 
Columbia, TN 

Tim replies: I’m going to have to disagree 
on this one, Andrew. I was told hy the P.R. 
folks at EdOnaml, before I got a chance to 
play It, that when I completed the game, 
I was only really half done. I wasn’t told 
what would happen, and I didn’t say what 
would happen in my review. Knowing this 
little tidbit while I was playing actually 
made it more ergoyable for me, because I 
knew that even playing as far as I had, I 
wasn’t even half finished. I had much more 
fun to look forward to. Recently, I was 
talking to a friend of mine who had played 
Castlevania, and whan I asked if he’d beaten 
it, he said, “Sure! I beat Richter, no problem. 
Man, that game was too short!” “No!” I 
cried, “that’s not the end of the game, you’re 
not even half done!” He would never have 


known if I didn’t tell him and would have 
thought Castlevania less of a game. This is 
why I felt justified in mentioning what I 
did in my review, not giving away what the 
surprises really were. 

As for the improvements, we’s listening to 
everyonel Look for some changes next 
issue. 

Dear PSExtreme, 

Hi, my name is Paul and I have a friend 
named Joey. We’re thinking of making a 
Swatcat video game. Twenty levels of fun 
fighting. The rating will be teen, ages 
thirteen and up. 

Please send a free copy of the whole game 
to [address withheld]. 

Your video game pals, 
Joey and Paul 

Joey... Paul... the men with white suits are 
your friends. Please don’t resist them when 
they arrive. They only want to help/ 

Dear PSExtreme, 

I am a Final Fantasy mega-freak and I am 
writing in regard to Mr. Miller 1 s letter 
concerning Final Fantasy VII. I wish to 
share my responses to his writings. 
Complaining that the game is violent or 
uses strong language is only shifting the 
responsibility from the parents to the video 
game companies to the magazines. Instead 
of running out and purchasing the game, 
one should rent it and determine if it is 
suitable for children to play. I am the step¬ 
father of a four year old who thoroughly 
enjoys Final Fantasy VII, but he also 
understands what to do and what not to 
do (i.e. curse words are bad words and the 
violence is only make-believe.) Instead of 
complaining about the games, take the time 
to actually preview the games and decide 
if you want your children growing up in 
that atmosphere. Also, I feel that video 
games are receiving a negative image in 
society today — in a country where video 
games and movies are taking the heat for 
violence in today' s youth, no one is paying 
attention to the fact that one can see REAL 
LIFE death and destruction three times a 
day, once at 6 AM, once at 6 PM and once 
at 11 PM. It's called the local news. Never 
once have I heard any complaints about 
too much violence on TV Newscasts. 

I applaud Squaresoft and Sony for helping 
to put out one of the greatest video games 
ever and not bowing down to corporate 
pressure to censor everything down to the 
last pixel only to satisfy a percentage of 


the American public. 

Sincerely, 
Wamie L. Pritchett II 

We had to edit out a large portion of the 
above letter In order to fit it in this section. 
This letter best represents the bulk of the 
mail we have received regarding the letter 
from David Miller in the November issue. 

Dear PSExtreme, 

First of all, I would like to know why 
everybody that writes to your magazine 
sucks up. They say things like "your 
magazine is the best in the world" and 
"I don't know what I would do without it". 
I guess they think they might get a free 
game for being the " Biggest Suck Up of the 
Year". 

Second, why does everybody write long 
letters? Come on people say what you need 
to say and get over with it. That's all you 
have to do. You keep carrying on about how 
you liked a review or how they did not rate 
a game right. You don't have to take up 
half a page to make your point. All it takes 
is a couple of paragraphs. 

Finally, I think you should take Chris 
Thompson's advice and have a lot of codes. 
Also, I think you should include a demo 
disc every four months (3 discs a year) 
that has the latest games on it so we can 
(your subscribers) get a scoop on the games 
that are coming out. You should also have 
a section that is just for sports because 
every month I have to flip through your 
magazine to find the sports games, but it 
takes me awhile to find them. Another thing 
that there should be is a letter of the month 
and the winner gets a controller or a free 
subscription to your magazine. And two 
words, STRATEGY SECTION!!! I need one 
bad!! That's about all for right now. Thanks. 

Sincerely, 
David Howsley 

Eveiyone sucks up because, about a year 
ago, we pubhshed a letter from someone 
who asked what it took to get their letters 
printed. We answered that you needed to 
be a psycho gamer with a talent for butt- 
smooching and good penmanship skills. We 
obviously like your penmanship. By the 
way, epjoy the joystick, we expect the butt- 
smooch letter to be In the mail. 












































PRODUCT 


... NBA Fastbreak '98 definitely 
has enough game to challenge 
the big boys at Sony and EA." 

- GamePro 

October '97 


f/JJ... among the most realistic 
/ b-ball sims on the market." 

W - SI AM 

December ’97 


NBA Fastbreak ’98. The most realistic, full-motion 5-on-5 sim you’ll ever play. We’ve duplicated the 
NBA’s hottest players and their moves. You call the shots: use Rodman’s rebound or O’Neal’s power 
dunk; make Stockton shut down Kerr; have Hill take it to the hole and Hardaway shoot the three! 
There’s only one way to play a more realistic game of basketball - get drafted into the NBA. 

www.midway.com Alinu/ilU 


NBA Faslbreak '98 ,M ©1997 Midway Home Entertainment Inc. All rights reserved Midway is a registered trademark 
of Midway Games Inc. Used under license. The NBA and individual NBA team identifications used on or in this 
product are trademarks, copyrighted designs and other forms of intellectual properly of NBA Properties, Inc. and the 
respective member teams and may not be used, in whole or in pari, withoul the prior written consent of NBA 
Properties, Inc. ©1997 NBA Properties, Inc. All rights reserved. Developed by Visual Concepts Entertainment. 
PlayStation and the PlayStation logos are trademarks ol Sony Computer Entertainment Inc. 5607 97 


PlayStation 


www.nba.com 
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Because post-millennium mayhem has struck. 


And it’s gonna take more than a semi-automatic 


TO SURVIVE THESE 3D MEAN STREETS, SUBWAYS AND 


■ 


SCUM-FILLED city 

urY PARKS. 


Where fighting the crowds has a 

SLIGHTLY DIFFERENT MEANING. - 
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Just keep your - eyes peeled" 1 , 
because ONE GOOD throw and 
You're OUT. Com. 
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ACTIVISION AILING? 


For weeks, the game industry has 
been buzzin' like a killer beehive with 
speculation that Activision is on the 
verge of being bought out by a larger, 
healthier company (the monolithic 
Electronic Arts being mentioned most 
frequently). Also causing consider¬ 
able woes for the company is the 
ironically named Apocalypse, the 3D 
shooter starring a " virtual" Bruce 
Willis; the original development team 
has been given the boot, and the 
company is looking for an external 
developer to patch the project 
together. Activision denies the buyout 
rumors and the Apocalypse 
difficulties, but does confirm that 
Apocalypse has been delayed until 
'98. 

PSYGNOSIS MOVING 
INTO COIN-OP BIZ 

At a recent Bay Area press 
conference, Psygnosis technology 
head, Dominic Mallinson, announced 
that Psygnosis is perparing an " Open 
Arcade Architecture" version of 
WipeOut XL for arcades. This OAA 
version of the PlayStation classic 
features a hydraulic-powered force- 
feedback chair. Cool. 

SONY AND SQUARE 
SPLITTING UP? 


Square Soft, developers of the 
inimitable Final Fantasy VII, are said 
to be mulling over self-publishing 
their own games in the States (which 
they did with their NES and Super 
NES titles, and which they still do 
in Japan). Square 1 s final U. S. release, 
under their contract with Sony 
Computer Entertainment, is the RPG 


SaGa Frontier, but Square is already 
working on several other titles 
beyond that. Square has also signed 
with an as-yet-unknown publisher 
(most people are guessing Eidos 
Interactive) to publish the PC version 
of FF7. 

ROMERO DIRECTS RE2 
COMMERCIALS 


Capcom of Japan recently pulled off 
quite the little coup by hiring 
legendary horror-film director George 
Romero to helm the Japanese TV 
commercials for the upcoming 
Resident Evil 2. The spots contain no 
gameplay screens, just Romero doing 
what he does best, showing the brain¬ 
eating undead at work. Romero is 
best known for " Wight of the Living 
Dead, 11 a movie from which the 
Resident Evil series has drawn 
obvious inspiration. Here 1 s the scary 
part; Capcom isn't sure whether 
they 1 11 ever air the commercials in 
the States. 

SCULPTURED SOFTWARE 
— KIND OF 


The original Sculptured Software 
(responsible for a host of Acclaim 
games) has been turned into Iguana 
West, so founder George Metos has 
gone and created another 
development studio with the same 
name: Kodiak Interactive Software 
Studios, dba Sculptured Software 
Studios. PlayStation games are 
definitely planned for the " new 11 
Sculptured. 

KRASH — MEET CRASH 


In an amusing tid-bit, one of the 
characters in Nintendo' s Diddy Kong 


Racing was originally named Krash, 
but his moniker was changed to 
Krunch after the big W realized the 
obvious similarity to the PlayStation 1 s 
marsupial mascot. D' ohh! 

CRASH CAN'T GET 
ENOUGH SUPER SUGAR 
CRISP 


OK, so it isn't called "Super Sugar 
Crisp" anymore (it's "Golden 
Crisp"... yeah, right — like the sugar 
just magically disappeared) but that 
doesn't change the fact that Sony 
Computer Entertainment America 
and the CW Post Company have joined 
together in a promotion of Seinfeldian 
proportions. Over 33 million boxes 
of Post cereal, including Alpha Bits, 
Fruity and Cocoa Pebbles (Dave 1 s 
breakfast of champions) Waffle Crisp, 
Honeycomb and Frosted Shredded 
Wheat are currently shipping with 
our hero, Crash Bandicoot, on the 
back of the box. Ah, but that 1 s not 
all! Inside every one of these specially 
marked boxes is a five dollar off 
coupon good at the cash register when 
you purchase Crash Bandicoot 2: 
Cortex Strikes back. With Crash 2 
retailing for as little as $34.95 at 
many major software retailers, this 
coupon could drive the price Down 
below 30 bucks! Amazing! For one of 
the best games of 1997! We' ll say 
it again... amazing! And some 
tasteeee morning munchies to shoe. 
(We can neither confirm or deny the 
rumor that this is all part of some 
massive plot to control our children' s 
minds through the combined power 
of TV, video games and a well-timed 
sugar rush!) This one is all over 
Saturday morning TV right now, look 
for it! 








































































































































































































































IT'S A SIMPLE PROPOSITION, REALLY. JUST USE THOSE STRATEGIC POWERS IN THAT NOG¬ 
GIN OF YOURS TO OUTSMART AND DESTROY THE HUMORLESS GEOMETRIC BLOCKS AS THEY 
COME CRASHING TOWARD YOU. OR BE SQUASHED LIKE A POTATO CHIP. YOU MIGHT ALSO 
FIND YOURSELF CAREENING OFF THE END OF THE UNIVERSE. IS IT ANY WONDER YOU'LL 
KEEP COMING BACK FOR MORE? 
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TOP 


BEST SELLING PLAYSTATION 
RANKED ON UNIT SALES 
SEPTEMBER, 1997 


TITLES 


lost month 


** 


bit monlh 1 


last month. 


Jo$t month 


** 


fast month 


** 


Final Fantasy VII NFL GameDay 98 Madden NFL 98 The Lost World 

Sony * _ _ Sony * EA __EA 

5 51 


overage retail price 


average retail price 


*36 


average retail price 


*43 


average retail price 


NASCAR 98 

EA 

average retail price 


*43 


> 




fast month 


** 



last month 



last month 


** 








Crash Bandicoot NCAA Football 98 Jet Moto 


Sony 


average 


price 


24 


overage retail price $46 


Sony 


average 


retail 


prrce 


26 


Odd world: Abe's Resident Evii: DC 

GT Interactive ,_Capcom 


average 


retail 


price 


47 


overage retail price 


40 


** Not in Top 10 Last Month 


Source: NPD TRSTS Video Games Tracking Service * 9,100 outlets across the US. 

900 West Shore Road, Port Washington, NY 11050 

(516} 625 2294 The ratings reflected above are those of Dimension Publishing and do not represent the opinions of NPD TRSTS, 





































































































































Need a reason to get surround sound? You’re about to flip through pages of them. 



©1997 Sony Electronics Inc. Ail rights reserved. Sony is a trademark ol Sony. 

































It's that time of year again. Time to make the painful decisions about where your dollars are going 
to be spent. And this year, you have more great choices than ever. Before you go out and randomly 
drop your money on some less-than-stellar games, take the time to check out PS Extreme's handy- 
dandy Buyer's Guide. With this supplement in hand, you'll be well equipped to fill out wish lists, ful¬ 
fill Holiday hopes and blow those gift certificates in the best possible manner. This guide has been 
written especially for you, just to make sure you don't come home with one of the few, shall we 
say, secondary titles. Although this list doesn't represent ALL of the great games that will be avail¬ 
able this holiday season, it does offer what we think are some of the best. We've conveniently bro¬ 
ken down your PlayStation needs into eight easy sections — RPG/Strategy, Action/Adventure, 
Arcade/Platform, Sports, Fighting, Racing/Flying, Puzzle and Peripherals — to help you identify the 
top selections across a range of categories. The titles in each category are represented by their review 
scores, in no particular order. 



















This is still a growing category on the PlayStation, as more companies realize that there is a great market for these 
titles. RPG games inspire people to use their imaginations in the same sort of way that a hook does; in fact, an RPG is 
a great way to fool a child into reading and expanding their vocabulary while playing a video game, look, video 
games really can be educational! Fans of science fiction and fantasy novels, as well as avid Dungeons and Dragons play¬ 
ers, are understandably drawn to these games, but more and more gamers have been pulled into this genre, since the 
release of Final Fantasy VII. 



Final Fantasy VII — Squaresoft/SCEA: There is now no longer any way 
to look at, or play, an RPC without inevitable comparisons to Final Fantasy VII. 
This game is a work of art, an incredible piece of work that constantly dazzles 
with its unbelievable graphics, striking movies and complex plot that will aston¬ 
ish even the most jaded of gamers. The storyline is a very mature, dark tale of 
mankind’s greed gone awry in a world powered by an uneasy balance of tech¬ 
nology and magic. This is the first game in the PlayStation s library to contain 
adult language as well as very grown-up characters. FTVII comes close to being 
the ultimate videogame and is a must have for everyone's collection. 



Reviewed in Volume 2, Issue 1 0: 99% 

Wild Arms — SCEA: FFVII may be the be-all, end-all, of RPGs but that doesn't 
mean that it's the only one you'll ever play. Most RPGs should hope to be as 
good as this Wild Arms. In Wild Arms, you control a small party of characters, as 
they attempt to save their world from an invading army of demons. Wild Arms is 
a great game in its own right, a blend of ail the features necessary for an RPG to 
be successful: an engaging plot, interesting characters, challenging puzzles and a 
cool battle system. 



Reviewed in Volume 2 Issue 6; 83%. 

Vandal Hearts — Konami: This is more of a strategy game than an RPG, since the 
whole game is based more on I eve!-by-level combat than plot development. 
Players control an army of characters in a style of game that's as much chess as it 
is a war game. You must save your land from the forces of an evil mage, gathering 
allies to your cause and uncovering secret weapons and magical abilities to help 
you on your quest. 

Reviewed in Volume 2, Issue 5: 91%. 



Final Fantasy Tactics - Squaresoft/SCEA: FF Tactics has more in common with 
Vanda! Hearts than it does its big brother, FFVII. Instead of straight RPG, FF 
Tactics is a strategy game with a very complicated turn-based system. Multiple 
classes, tons of magic spells and weapons, secret characters and intense battles 
are all reasons why this game was a best seller in japan last year. Although not yet 
released in the US, FF Tactics is guaranteed to ride the wave of popularity that 
Sony generated with FFVII. 

Reviewed in Volume 3, Issue 2: 89% 



Suikoden — Konami: Konami had a great year for RPGs last year, beginning with 
the successful release of Suikoden, a more traditional Japanese RPG. Suikoden 
has just what you'd expect from a title like this: Japanese anime-style characters, 
40 plus hours of gameplay, lengthy levels filled puzzles and enemies, as well as a 
large cast of characters. 

Reviewed in Volume 2, Issue 2: 88%. 
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A ctian/A divert ture 

GAMES 


The staple of any video game system is your basic Action/Adventure title. Whether you're acting out an Indiana Jones 
fantasy heating up hordes of bad guys, single-handedly saving the known universe or just generally blowing stuff up, 
the Action category has the broadest range of flavors for you. 



Tomb Raider 2 — Eidos: So much more than just a sequel; TR2 is a fantastic game. Lara Croft; 
genuine artificial media star, is back and better than ever. While the basic concept of TR has not 
changed since last year's blockbuster, the designers have expanded upon the basic premise, 
addressing all the concerns and complaints from the first. The levels are both longer and tricki¬ 
er; there's more enemies, puzzles, traps and secrets in this game than three other generic 
games put together. If you're looking for the most bang for your buck, pick up Tomb Raider 2. 

Reviewed in Volume 3, Issue 1: 98%. 



Resident Evil 2 — Capcom Entertainment: It was rough deciding between TR2 and RE2 for the 
number one slot. Finally, the only reason that RE2 slipped a notch is because the game won't 
be out until mid-January, so you're going to have to hold onto those gift certificates for a little 
while. RE2 promises to blow the doors off the first, with the folks at Capcom unleashing some 
of the most twisted, disgusting images to ever arrive on a mass-market game platform (PCs not 
included). With an engaging plot, tons more action, a veritable armory of weapons and a 
replay system that guarantees that you'll play through this game at least twice (if not all four 
times), Resident Evil 2 will rock your world. Warning; this is definitely not a game for children! 

Not yet reviewed. 



Armored Core — SCEA: What may be the sleeper hit of the year, Armored Core did not gener¬ 
ate a huge fuss in the gaming media simply because there were too many other massive triple- 
A titles hitting at the same time. Regardless, this is the ultimate giant robot fantasy game, 
incorporating every feature you could ask for and then some. Players are able to build their 
own robotic fighting unit — called an Armored Core — customizing to their hearts content 
with literally hundreds of different weapons, items and parts, and then pilot the AC into battle 
throughout 50 missions, or even fight head-to-head against a second player. Fast action and 
heavy combat are combined with an excellent upgrade and design system, resulting in the best 
game this genre has ever had. 


Reviewed in Volume 3, Issue 1: 92%. 



Nightmare Creatures —Activision: Activision has gone crazy lately with excellent internal 
projects (which have been mostly for the PC) as well as a slew of awesome games that they've 
picked up from smaller developers. Nightmare Creatures is one of the latter, a frighteningly 
good game that combines aspects of Resident Evil, Fighting Force and Tomb Raider. The game 
is a 3D beat-'em-up with a Gothic flair, pitting the player against a horde of demons, were¬ 
wolves, gargoyles and other nasty critters in Victorian-era London. The violence meter is a little 
high on this game, but nowhere near Resident Evil 2. 

Reviewed in Volume 3, Issue 1: 92%. 



Castlevania: Symphony of the Night — Konami: Hard proof that a PlayStation game does not 
have to extend into the third dimension to be an excellent game, Castlevania is perhaps the 
best 2D action title since Super Metroid back in the old SNES days. Players must fight their way 
through a gigantic castle, uncovering secrets, finding new weapons and taking out some 
incredibly well designed monsters, all in an effort to put a final stake through Dracula's black 
heart. Castlevania has the hallmarks of an instant classic and will be one of those games that 
people speak of, fondly, in the years to come. 

Reviewed in Volume 2, Issue 12: 90%. 
















- 

A m' 

lii m 

■ C; r 

I 

■ V- 

gT” 

v 

: s * ‘ &!»'■:' J 

ft™* 

£ 

y* a 



i 


Vi -Jg— 

■‘"'xT 

* 

■ r 

i ^ 1 






Colony Wars — Psygnosis: Space combat games are always compared to 
Star Wars. Colony Wars is one of the few that can stand up against the 
mighty LucasArts 1 Death Star of a license, with beautiful graphics, intense 
ship to ship dog-fighting and an awesome engine that keeps the whole thing 
running at top speed. The dazzling graphics showcase the power of the 
PlayStation and put to end the silly idea that the hardware has been max'd 
out. Sixty different missions are laid out in a non-linear fashion, allowing the 
player to plot his own course through this great game, utilizing 6 different 
class of starfighters which are all armed to the teeth and ready to pound the 
snot out of the bad guys. Pick this one up for all the aspiring Han Solos in 
your life. 

Reviewed in Volume 3, Issue 1: 94%. 

Treasures of the Deep — Namco: Namco USA picked up this little gem 
from Black Ops, the creators of Virgin's Black Dawn and Agile Warrior F111- 
X. Treasures of the Deep plops you into the murky depths of the ocean floor, 
where you skim along in a deep sea aquacraft, hunting down buried treasure 
and fighting off the baddies. (ireat graphics and an excellent 3D engine 
make this a great gift idea. 

Reviewed in Volume 2, Issue 1 7; 94%. 


One — ASC Games: ASC's "One" has literally blown us away from the first 
time we saw it last spring, with fast-paced gameplay and awesome pyrotech¬ 
nics. If you've been reading the last few issues of PSExtreme (who hasn't?), 
then you know the details of this incredible 3D action/shooter. While not yet 
reviewed, you may just want to save a few of those holiday bucks for what 
will possibly be one of the best shooters available on the PlayStation. 

Not yet reviewed. 

Ghost in the Shell — HQ: Ghost is a game adaptation of one of Japan's 
most popular comic books (which also spawned a full length anime cartoon 
that you can find on home video here in the States). It's always hard for a 
video game to simultaneously capture the spirit of the license that it's based 
on, while providing interesting gameplay. Ghost does both, in excellent fash¬ 
ion, while also delivering an interesting twist on the over-done, Doom-style, 
corridor shooter game. Instead of playing a beefed up Space Marine, you're 
zipping around in a mobile spider tank, which hauls butt up, down, over 
and under anything in its way. A clever game, that's packec with incredible 
Japanese anime cut-scenes, Ghost has enough explosions and gunplay to 
satisfy that deep down action itch. 


Reviewed in Volume 2, Issue 12: 85%. 

Fighting Force — Eidos: Following in the footsteps of past beat-'em-up greats 
like Streets of Rage and Final Fight, Fighting Force puts you into the shoes of 
a pumped-up street tough who's decided to solve the city's problems with 
his (or her) own two fists. A retro game with a 3D facelift, Fighting Force is a 
real no-brainer; an action title that you pop into your PSX for extended bouts 
of thug bashing to help relieve all those frustrations that build u o during the 
day. Solid, fun gameplay wrapped in a graphically pleasing package. 

Reviewed in Volume 2, Issue 12: 92%. 











A rcade/Pla tfarm 

GAMES 


Surprisingly, arcade conversions were not a huge factor this year for anything other than Fighting games (natu¬ 
rally that seems to be almost all there are in arcades these days). So, what we’ve done is combine those games 
that have an n arcade" quality to them. These titles represent the more family-centric type of game; these games 
can be given freely without having to worry about graphic violence or demonic imagery (boo!). Heck , even 
hard-core raving evangelists can have a good time playing these babies, without fear of eternal damnation, for 
a few hours o' fun. 



Crash Bandicoot 2 — SCEA: The reigning king of platform games 
(being Sony's "unofficial" mascot doesn't hurt visibility either), Crash is 
back for more running, jumping and spinning. Crash still holds that tra¬ 
ditional 2D feel while delivering even more amazingly lush graphics 
and levels that will reduce you to a shaking, twitching wreck (unless 
you pick up the official strategy guide from Dimension Publishing). A 
host of new moves have been added to the little orange marsupial's 
repertoire, including a sliding attack, dashing jump and the ability to 
tunnel underground. To those who poo-poo'ed the original's unapolo- 
getic 2D stylings, there's now two incredible jet-pack levels that'll have 
you rocketing through every axis imaginable. CB2 is fun for the whole 
family and carries our strongest recommendation in this category. 




Reviewed in Volume 3, Issue 1: 99%. 

Gex: Enter the Gecko — Crystal Dynamics: Unfortunately, this game 
won't be ready for the big holiday push, although you've probably 
seen tons of ads for it by now. This is another title you're going to want 
to keep your eyes peeled for, in the new year, especially if you've just 
become a PlayStation owner. Gex is a totally open, free roaming, 3D 
platform game with amazing graphics. Once this game is tuned and 
released, PS Extreme is betting that it's going to be absolutely killer. 


Not yet reviewed. 



Time Crisis — Namco: This game is awesome, but may be a little on 
the violent side for some kids due to its inherent shooting nature. Time 
Crisis comes packed with Namco's incredible GunCon, the most accu¬ 
rate light gun ever released for a home game console. Namco's bril¬ 
liant arcade shooter changed the way people design gun games and 
this home conversion is excellent. If you need to justify this title to the 
parental units, tell 'em how it'll boost your hand-eye coordination to 
jet pilot levels; but, do whatever you can to try and land yourself this 
game. 


Reviewed in Volume 2 f Issue 12: 93%. 



Croc — Fox Interactive: Mario who? Croc is an amazingly cute little 
alligator whose mission in life is to rescue a bunch of fuzzy critters, 
called Gobbos, from their nasty (but coincidentally also cute) captors. 
Currently the favorite game with both the girlfriends and children of 
the PS Extreme staff, Croc's got the gameplay to back the cartoony art 
style, proving that the other system out there isn't the only one that can 
handle a free roaming platform game of this caliber. 


Reviewed in Volume 2, Issue 11: 95%. 















Hercules —Virgin Interactive: Hercules was one of the nicest sur¬ 
prises in PlayStation gaming this year. Released simultaneously with 
the movie, Hercules captures the spirit of the movie and delivers 
some new 3D twists to classic side-scroll action/platform gameplay. 
While the older crowd may not immediately be drawn to this game, 
the 8-12 year old in your life will love it, and find it much easier to 
play and succeed than with some of the go-anywhere 3D games. 

Reviewed in Volume 2, Issue 10: 93% 

MDK - Playmates: Hopefully you haven't been holding your breath 
waiting for the PSX version of this game since it's release for the P( 
back in the early part of the year. Despite the wait, MDK still man¬ 
ages to come in as a really interesting console title with excellent 
single player experience. The game is very long, so you won't be 
wanting to return it within hours of cracking open the case. 
Gameplay is basic 3D platform action, running, jumping and shoot¬ 
ing, with the addition of an excellent sniper mode which lets you 
take down enemies from long range. The graphics may be dark and 
moody, but the developers still managed to pack in a twisted sense 
of humor. 

Reviewed in Volume 3, Issue 1: 94%. 

Raystorm —Working Designs: In Japan, scrolling shooters are sec¬ 
ond in popularity only to fighting games. Raystorm is an excellent 
example of the science of a Japanese shooter: fast as all get out, tons 
of enemies flying at you constantly, huge end bosses, crazy power 
ups and insanely brutal levels. This is a pure lizard brain experience; 
if you stop to think while playing Raystorm, you're dead 'cause 
something is going to take advantage of that split-second of hesita¬ 
tion and whack you. An adrenaline rush from start to finish. 

Reviewed in Volume 2, Issue 10: 93 %. 

Frogger — Hasbro Interactive: Our statistics tell us that 8% of our 
readership is female. Well, Hasbro Interactive has got one of the 
greatest female games of all time, and they've brought it into the 
1990's in a big way. Frogger represents the best of what has come to 
be known as "Retro gaming." With 34 different levels, great graphics, 
excellent use of three-dimensional space and that great, amazingly 
addictive Frogger gameplay, this one is fun for the entire family (sup¬ 
ports 4 player simultaneous gameplay). 

Reviewed in Volume 3, Issue 2: 82% 

Nanotek Warrior — Virgin: Nanotek Warrior hearkens back to the 
glory days of games l ike Tempest and Defender, with fast paced 
action and a storyline that's secondary at best. You control a sub¬ 
miniature ship that races along a twisting, looping track, jumping 
over and through obstacles while taking out the enemies that come 
at you from land and air. Flashy graphics and thumping techno tunes 
add to the whole package. 

Reviewed in Volume 2 f Issue 8: 92%. 










Fighting 

GAMES 

Fighting games have come to absolutely dominate both the home and arcade game market, with eternal cash 
cows like Street Fighter, Tekken and Mortal Kombat popping up on a frighteningly regular basis, each time 
ready to eat more of your quarters for the addition of a few new moves and players. Fighting games are most 
fun when played with another person, but the really good ones can still provide a visceral experience even if 
you're just pummeling the computer (or getting pummeled by the computer). There are tons of choices for 
PlayStation fighting games, but not necessarily a ton of good ones; here are the ones really deserving of your 
attention. In an interesting note, notice that three of the top 10 fighters — Street Fighter Alpha 2, Tekken 2, 

Soul Blade — have been available for over a year, yet still remain excellent selections. 

Street Fighter EX Plus Alpha — Capcom Entertainment: Hands down 
the single best 3Dish fighting game on the PlayStation, Capcom man¬ 
ages to do the impossible and actually produce a game for the home 
that's light years ahead of the original arcade version. Retaining the 
Street Fighter engine that has been refined to perfection over the years, 

EX pulls Capcom's stable of warriors into the third dimension — sort 
of. While not truly a 3D fighter like Soul Blade, EX polygonalizes 
familiar faces iike Ryu, Ken, Chun Li, Bison and Akuma along with 17 
other fighters both old and new, creating a masterpiece ot one-on-one 
fireball/dragon punch craziness. 





Reviewed in Volume 2, Issue 12: 93%. 

Soul Blade — Namco: An awesome example of how 3D fighters 
should be designed, Soul Blade moves up from the Tekken engine by 
adding real 3D moves. Each of the characters is armed with some type 
of weapon, be it sword, staff or axe, that produce gleaming visual 
effects as they are chopped, thrust or whipped towards the other play¬ 
er. Soul Blade looks and plays great, even a year after its release. 

Reviewed in Volume 2, Issue 6: 98%. 



Bushido Blade — Squaresoft/SCEA: Not your traditional fighting 
game, Square has researched the details of one-on-one weapon com¬ 
bat with the intensity usually reserved for scholastic studies. Very 
heavy on the samurai/ninja tip, the game opts to pass on the typical 
over-the-top fireballs and flying kicks for a simulator of precise fencing 
maneuvering. The emphasis is more on mastering each weapon and 
the dozens of different ways to use it, for a single stroke can quickly 
end a match. As intense as it is good looking, Bushido Blade will make 
a hot holiday gift, especially since it's part of Sony's "Power Price" 
plan. 

Reviewed in Volume 2, Issue 11: 83%. 



Marvel Super Heroes — Capcom Entertainment: Sometimes you just 
want to pound on the controller and have fun with a fighting game 
instead of mastering hundreds of secret moves and multiple hit com¬ 
bos. Marvel Supes is that kind of game, where you can relax and play 
as one of your favorite all-time superheroes (Spiderman, Captain 
America, Wolverine and the Hulk, just to name a few), and learn their 
moves as you go along. Marvel is a much more forgiving game than 
your typical Capcom fighter and even younger players will find them¬ 
selves picking it up fast. 

Reviewed in Volume 2, Issue 12: 86%. 























Monster Rancher —Tecmo: This game doesn't exactly fall into any predeter¬ 
mined category; leave it to those wacky folks at Tecmo to come up with some¬ 
thing this unique. Monster Rancher does have some fighting elements to it, 
but it basically is a virtua pet kind of game that allows you to breed and train 
monsters and, at times, fight with them. The cool thing about the game is that 
any 1 I) you put in your PlayStation creates different monsters. Monster 
Ranchers is probably the most unique game coming to the PlayStation this 
holiday season. 




Reviewed in Volume 3, Issue 2: 82%. 

Dynasty Warriors — KOEi: A surprise, considering that KOEI is not known for 
their arcade-style action games, but for their "Romance of the Three 
Kingdoms" strategy games. Dynasty Warriors lets you play as one of ten char¬ 
acters based on legendary fighters from Chinese myths and history. The game- 
play is tight and the graphics are well done and also hustles along at a peppy 
60 frames per second. 

Reviewed in Volume 2, Issue 9: 85%. 

Tekken 2 — Namco: Tekken 2 has now achieved nearly legendary status, 
managing to stay on PSX owner’s wish lists for the second year in a row, due 
to its amazing features. A great conversion of the smash arcade game, Tekken 
2 has great visual effects, incredible gameplay and a depth that is missing 
from most fighting games. A huge roster of characters rounds out the game. 

Reviewed in Volume i, Issue 12: 98%. 




Street Fighter Collection — Capcom Entertainment: While it is more recent 
in chronological terms than Street Fighter Alpha 2, the Street Fighter 
Collection is all about history. This two disk set contains Super Street Fighter 2, 
Super Street Fighter 2 Turbo and Street Fighter Alpha 2 Cold, an expanded ver¬ 
sion of our number nine pick. Players can now go back and reacquaint them¬ 
selves with two of the classic Street Fighter games and also check out a 
never-before seen version of Alpha 2. 

Reviewed in Volume 2, Issue 12: 81%. 

Street Fighter Alpha 2 —Capcom Entertainment: Few companies can consis¬ 
tently produce good fighting games, but Capcom has managed to own the 
fighting game genre like no one else. Street Fighter Alpha 2 is the reigning 
king of 2D fighters on the PlayStation, featuring the hot animated artwork and 
focused gameplay that Ca )com is known for. A near-perfect conversion of the 
original arcade game, Alpia 2 is still a top-notch fighter. 

Reviewed in Volume 1, Issue 11: 91%. 



Star Wars: Masters of Teras Kasai — LucasArts: Everybody needs to have a 
fighting game, evidently, and LucasArts is no different. What sets them apart, 
however, is their ability to use the Star Wars universe and its characters for this 
game. This is not a great fighting game, with somewhat stiff controls and unin¬ 
spired attacks, but being able to fight as Luke, Han, Boba Fett or Darth is pret¬ 
ty compelling. 

Reviewed in Volume 3 , Issue 2: 82%. 
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3D technology is driven in the gaming world by racing and flying games, which depend on fast frame rates 
and a convincing 3D environment to deliver the goods. Consequently the PlayStation, the original 3D work¬ 
horse, has a battery of incredible games to choose from , in this category. 



Racing/Flying 

GAMES 



Grand Tour Racing '98—Activision: Activision and Eutechnyx are 
responsible for bringing out the PlayStation's best all around racer. The 
game features 36 different race tracks, 40 vehicles and five types of rac¬ 
ing. Players can choose from Rally, Indy, buggy, off-road, and sports cars, 
as they travel huge courses through Egypt, Hong kong, Moscow, 
Switzerland and Easter Island. Virtually pop-up free with great visuals 
and sound f/x, along with link and analog capabilities, GTR is a fine 
racer. 


Reviewed in Volume 2, Issue 11: 96% 



Rage Racer — Namco: Released earlier in the year, Namco's Rage Racer 
is still the best arcade racer available for the PlayStation. The game com¬ 
bines incredible graphics, intense speed and a thumpin' sound track that 
will keep gamers playing this title for months to come. Adding to the 
long term play value of Rage Racer is the inclusion often levels (five mir¬ 
rored) to beat, and a dozen cars that can all be upgraded with money 
won from the races. A must have for the racing enthusiast. 

Reviewed in Volume 2, Issue 5: 98% 



jet Moto 2 — SCEA: Riding on the success of the original Jet Moto, Sony 
has taken the sequel to new heights, improving on all aspects of the 
game. This year showcases a ton of unique, "fantasy-inspired" tracks, as 
well as improved handling. JM2 moves at a smooth frame rate and has 
visuals that rival the big guys. The futuristic jet ski racer also offers a high 
degree of computer competition, for those that really like a challenge 
(although no where near as difficult as the original). 

Reviewed in Volume 3, Issue 1: 94% 



Need for Speed H — Electronic Arts: This classic racing game gives the 
gamer a choice of eight officially licensed supercars, including the 
Ferrari F50, McLaren FI, Lotus GT1 and Ford GT90, just to name a few. 
While the graphics aren't up to par with Rage Racer & GTR, NFS II gives 
gamers the rush of speed that will keep them coming back for more. 
There are six large and detailed tracks, along with the requisite techno 
sound track, and a split screen two player mode. A great game for when 
you just wanna go fast. 

Reviewed in Volume 2, Issue 7: 92% 



Thunder Truck Rally — Psygnosis: Brought to you by the same folks that 
did Destruction Derby 2 (which should be in this list, were it not over a 
year old), Thunder Truck Rally allows gamers to take the wheel of a mon¬ 
ster truck and race around highly detailed courses. The action takes 
alace in a variety of ways and even has its own demolition, smash all the 
little cars, Saturday afternoon cable TV type of experience. Easily the best 
of the off-road racers. 


Reviewed in Volume 2, Issue 7: 91 % 





















Felony 11-79 — ASCII: ASCII and Climax bring a dif¬ 
ferent idea to the racing theme, as Felony 11-79 has 
an emphasis on destruction and mayhem. The simple 
object of finishing the three tracks with the required 
item is easy enough to follow, but the true joy of the 
game lies in the "search" factor. Gamers can drive 
around the massive tracks at their leisure, searching 
for hidden vehicles (more than twenty). 

Reviewed in Volume 2, Issue 11: 90% 

Test Drive 4 — Accolade: Accolade takes their leg¬ 
endary Test Drive series to new heights with TD4. The 
game features five huge tracks, five vintage muscle 
cars (Shelby Cobra 427, '69 Corvette) and five mod¬ 
ern supercars (jaguar XJ220, Viper GTS). There are 
five different styles of racing and even a 1/4 mile drag 
strip. Link cable and analog support are two more 
pluses for this good looking racer. 

Reviewed in Volume 3, Issue 1: 90% 

Moto Racer — Electronic Arts: While there are lots 
of auto racing titles for the PlayStation, there are only 
a handful of motorcycle racers available and this one 
is definitely best of breed. Moto Racer is a great look¬ 
ing racing game with precision control, 20 tracks, 
two-player mode and a multitude of cycles to choose 
from. Visually, the game is bright and exciting, with 
super fast speeds that keep the scenery whipping by. 

Reviewed in Volume J, Issue 1: 98%. 

G Police — Psygnosis: Not your ordinary flying 
game, G Police puts you behind the controls of a 
futuristic hoverjet bristling with weapons. Beyond 
being a great action game, G Police is also an excel¬ 
lent flight game, with intuitive and dynamic flight 
controls. Your ship handles like a cross between an 
Apache helicopter and a Harrier jet, carrying the fire¬ 
power to match. Another graphic masterpiece from 
Psygnosis. 


Reviewed in Volume 2, Issue 12: 93%. 


Ace Combat 2 — Namco: While not a racing game 
in the truest sense, Ace Combat 2 does fall in to the 
other half of the category, known as "flying." Ace 2 
delivers the goods with a ton of different aircraft to 
choose from, and varied and graphically pleasing 
scenery. The game has a great flying feel to it when 
using an analog controller, and it's a tad more simu¬ 
lation than arcade. 


Reviewed in Volume 2, Issue 9: 92% 

























Sports 

GAMES 

Traditionally, sports games are the single best-selling category of games, year-in and year-out. This holiday season is 
unquestionably the best ever, with new football, basketball, hockey and baseball games that will knock your straps off. 






NFL GameDay 98 — SCEA: The game of football has 
never looked, or played, this good. Sony seems to have 
finally broken the marketing juggernaut that is EA 
Sports and find themselves in a sales leadership posi¬ 
tion going into the month of November. Feel confident 
in purchasing this game for the football fan on your 
shopping list. 

Reviewed in Volume 2, Issue 11: 98% 

NBA Live 98 — EA Sports: The Live series had looked 
kind of ragged on its first two incarnations on the 
PlayStation, but no more! 98 has great looks and fantas¬ 
tic gameplay, adding a super-cool three-point shooting 
contest into the mix (taking a page from EA's own 
"Jordan vs. Bird" on the Genesis) and a number of offen¬ 
sive and defensive special moves that make it the hoop 
equivalent of GameDay 98. 

Reviewed in Volume 3, Issue 1: 96% 

NHL Face Off 98 — SCEA: The undisputed king of 
hockey games lays claim to the gameplay crown for the 
second year in a row, with a beautiful polygon engine 
that makes that terrific gameplay all the more realistic. 

A superior product; although, because of increased 
competition in the category, not as dominant as 
GameDay 98 or NBA Live 98. 

Reviewed in Volume 2 Issue 12: 95% 




NHL Breakaway 98 — Acclaim: Acclaim has been 
struggling for recognition in the sports category over the 
past couple of years and they have finally achieved it. 
Breakaway is an excellent blend of arcade action and 
simulation that is bested only by Sony's game. A nice 
first effort that is sure to please the hockey fan on your 
list. 

Reviewed in Volume 2, Issue 12: 91% 

NCAA GameBreaker 98 — SCEA: It's like GameDay 
98, but in the college game. All of the Division 1A 
schools are represented and the game makes use of the 
same polygon animation engine that makes NFL 
GameDay 98 look so good. You can take your favorite 
college team and make a run toward the national 
championship, or guide your "GameBreaker" player 
toward immortality and the Heisman (tm) Trophy. 

Reviewed in Volume 3, Issue 2: 96% 


























MLB 98 — SCEA: Although there really 
is no clear-cut winner in the baseball 
sweepstakes, there are two very strong 
competitors. MLB 98 gets the pendulum 
swinging in its favor because of its excel¬ 
lent polygon player animation and varied 
gameplay. If you can't wait for next base¬ 
ball season, MLB 98 should fill the void. 

Reviewed in Volume 2, Issue 10: 91 % 

Triple Play 98 — EA Sports: This game 
runs neck-and-neck with Sony's MLB 98 
and it is largely a matter of personal pref¬ 
erence as to which game you choose. 
This game's strengths include fast arcade- 
style gameplay and the best stadium 
graphics of any baseball game currently 
on the market. 

Reviewed in Volume 2, Issue 7: 90% 

PGA Tour 98 — EA Sports: A solid, if 
unspectacular, title. PGA 98, still makes 
our holiday wish list for two reasons: 1. 
The license and 2. There is no other com¬ 
petitive product in the marketplace this 
year. If you want to hit the virtual links 
this winter, PGA Tour 98 is your game. 

Reviewed in Volume 2, Issue 12: 85% 

Ten Pin Alley — ASC Games: The only 

bowling game available on the 
PlayStation; it would be our choice if 
there were 10 other bowling games in 
the marketplace. Ten Pin Alley combines 
great play mechanics and graphics with 
a keen sense of humor and the knowl¬ 
edge of what makes bowling the great 
pastime that it is. A great multi-player 
game. 


Reviewed in Volume 2, Issue 2:, 95% 





















Puzzle 

GAMES 

Sometimes you really need to give your brain something more substantial to chew on than platform antics , 
street brawls or sci-fi epics. The best thing to do is to whip out a game that challenges the noggin as much as it 
does your reflexes. The following games are the best examples of games that are about smarts as much as they 
are button mashing. 





PaRappa the Rapper — SCEA: Remember the old Simon game, the big 
clunky piece of plastic that would play a series of tones and lights that 
you would have to play back on the big buttons? PaRappa has a similar 
style of play with a very '90s arrangement. Instead of pushing buttons to 
repeat tones, you're pushing your PlayStation buttons to rap along with 
the characters on screen. A combination of memorization and funky 
rhythm, you play as PaRappa, a two-dimensional teenage dog who 
wants to impress his girlfriend (a flower, don't ask) by becoming a big 
rap star. PaRappa is one of the coolest games to ever be released for the 
PlayStation, due to its unusual gameplay. A great purchase for gamers 
young and old. 



Reviewed in Volume 2, Issue 9: 90%. 

Super Puzzle Fighter — Capcom Entertainment: A combination of Tetris 
and Street Fighter is the only way to describe Puzzle Fighter, one of the 
most addictive puzzle games to land on a game system. Gems fall down 
on your side of the screen, which you attempt to pile up in order to cre¬ 
ate bigger gems. When you break a series of gems, timed blocks fall on 
the opponent, blocking them in and driving their pile closer to the ceil¬ 
ing limit. A wonderful two-player game, Puzzle Fighter is excellent for 
parties, since the mechanics are so simple to understand, but challeng- 
i ng to master. 



Reviewed in Volume 2, Issue 3: 86%. 

Intelligent Qube — SCEA: Ever notice how hard it is to describe a really 
good puzzle game? Try describing Tetris to someone who's never seen it 
(is there anyone who hasn't seen Tetris by now?) without sounding like a 
complete idiot. IQ is that way, as well. You're a little person standing on 
a shrinking field; giant blocks roll towards you that you have to blow up 
in a certain amount of moves, or you'll either fall off the edge of the field 
or get smooshed. While this may make no sense to you, it's still a great 
game and highly addictive. 


Reviewed in Volume 3 , Issue 2: 83%. 



Bust-A-Move 2 — Acclaim: In this head-bender from Acclaim, you fire 
colored bubbles from the bottom of the screen, trying to match three or 
more to break the rows above you. As the time progresses, the ceiling 
lowers towards you; if the bubbles get below a certain point, you've lost 
the game. Bust-A-Move also has a great two player mode, much like 
Super Puzzle Fighter. 


Reviewed in Volume /, Issue 9: 90%. 
















Uo/ija,y Buyer's Gwi je 

The sole purpose of peripherals is to enhance and expand your game-playing experience. Below is a listing of some of the bet¬ 
ter and more "unique" peripherals that you can get your hands on (and around) this Holiday Season. 

Dual Analog Controller — Sony: The standard controller is 
mated with a pair of analog devices that allow for greater 
control than the standard digital pad. The device works very 
well with games that were designed specifically for it (Rally 
Cross) and you may find that some of the games you cur¬ 
rently play with the standard controller are enhanced with 
the analog. 

Mad Katz Analog Steering Wheel — Mad Katz: This device, 
complete with shifter, brake and gas pedals, works well with 
most driving games that we've tested. There will be a bit of a 
learning curve, as most gamers tend to want to steer the 
wheel like an arcade's wheel, but the Mad Katz unit is more 
sensitive than the arcade's. The steering wheel also has a 
digital pad and six configurable buttons located near the 
hand grips. 

The Glove — Reality Quest: Easily the most innovative 
product on the market, The Glove will add a whole new 
experience to your old games, and will certainly spice up 
any of your new holiday purchases. The Glove can be con¬ 
figured to meet the sensitivity needs of most gamers with 
settings of digital, analog, and semi-analog. There is a pretty 
steep learning curve with The Glove, as you learn how to 
twist and maneuver the on-screen action with simple flicks 
of your wrist. 

Guncon Light Gun — Namco: This state of the art light gun 
comes packed with either Namco's own Time Crisis or Point 
Blank (their new wonderful party game), for just a tad more 
than the price of a single game. Namco says the Guncon 
works only with their products and if you have a newer 
PlayStation, you'll have to get a composite video extension 
as well. If you want the games, you'll (obviously) get the 
Guncon. 

Scuba Visor — Philips: This item is certainly in the high rent 
district, but it will put you as close to the action as you can 
get. Unfortunately, the best thing about the Scuba Visor is 
the stereo sound. Most gamers will feel like they're not see¬ 
ing the "whole" picture, and thus playing games with the 
Scuba on will be more of a novelty than a game enhancing 
experience. 

Remote Wizards — Nuby: These nifty little controllers are 
one of your best bets for your holiday accessory purchase, 
as they come packed together for less than the price of a 
game. You get accuracy of up to 30 feet, the ability to 
change TV channels, and two player capability. The controls 
also offer auto shut-off mode to save battery life (requires 2 
AAA batteries). 
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Whatever you do, 
don’t stand too close 



to your CD rack! 


WARNING 


BREED MONSTERS AT YOUR OWN RISK 


Team Inc 19260 S. Van Ness Avenue, Torrance, CA 90501 Phone (310) 737-2900 fax (310) 787-3131 wwwTecmo.co.jp Monster Rancher™ ©1997 Tecmo Inc. TECM0 is a 
registered trademark of Tecmo, Inc. Licensed by Sony Computer Entertainment America for use with the PlayStation game console. PlayStation and the PlayStation logos are 
trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association yadayadayadayadayada cool beans yadayada 

























SEND VS YOUR CODES 
AND WIN BIG PRIZES! 

Bach month we’ll pick the best code sent in by 
our loyal and intelligent readers and send that 
person a brand spankin’ new copy of ASCII's 
hot new Drivin’ Destruction game for the 
PlayStation, Felony 11-79 or, if fighting’s your 
thing, ASCII’s SpecializedStiek (you decide). But 
wait! That’s not all: if you act now, we’ll also 
include ASCII’s super stylish ASCII Grip one- 
handed controller for the PlayStation, for your 
controlling pleasure, PLUS twelve (12) free 
issues of the best, the first, monthly dedicated 
PlayStation magazine, PSExt.reme, of course! 
Whoa! That’s a lot of cool stuff for just a code; 
what are you waiting for? 

WE HAVE A WINMER! 

Congratulations and thanks again go to this 
month’s winner, David Howsley. Mr. Zed, did 
you really figure that out ail by yourself? What 
a crazy guy you are. Were you in Pulp Fiction? 

MDK 


WORLD SttOST 


Interest ihc bow 

p |T : 


WEAPON CHEATS: 

Enter while game is paused: 
World's most interesting bomb: 
Press 4, ® t ®, 4, 4, 4, ®, ®. 
Thumper weapon: 

Press 4, 4, 4, 4, ®, 4, 4, 4. 
Twister weapon: 

Press 4, USB, ®, ®, 4, 4, ©. 
Hand grenade: 

Press triangle, ®, ®, ®, Dl, 4. 
Bones airstrike: 

Press 4, 4, ®, 4, 4, 4, ED. 
Super chain gun: 

Press left, ED, 4, ®, ®, 4, 4. 
Sniper grenade: 

Press 4, ®, HI, 4, ®, ®, ®. 
Mortar: 

Press 4 m, ©, ®, 4, ®, 4, 4. 


CONTEST RULES: Anyone of any age can enter. The only people not 
eligible to win are employees of Dimension Publishing or ASCII Entertainment, 
their friends, family, pets and anyone they talk to or know of. Dimension Publishing 
reserves the right to make any and all decisions regarding the contest. One win ner 
per month will be chosen, at Dimension Publishing's discretion, based on tbe code 
or trick supplied by the entrant. If you win but do not specify, In your code 
submission, which prize you want to receive (Felony 11-79 or an ASCII 
SpeclallzedStick), then we will choose for you* 


FIRST-FERSOH VIEW: Press ®. ® and START 
simultaneously to pause the game. Unpause 
and you're now in a first-person viewpoint. 
Pause and unpause again to return to the 
yawn-inducing third-person view. 

Cart World Series 


Hi Gwl 


SELECT # OF CARS: Enter the name 
MAXCARS followed by a letter for the number 
of cars you want to race against. A is one car 
(you), B is two cars. C is three cars, etc. If the 
code doesn't work the first time, exit to the 
main menu and try it again. 


PASSWORDS: 

Level 2: DOLMAN 
Level 3: SONAGAV 
Level 4: ACEDUF 
Level 5: JOJOGUN 
Level 6: WEHSKI 
Level 7: SAEGGY 
Level 8: MAZMAN 
Level 9: DAZMAN 
Level 10: DELUCS 
Level 11: ANDOOOO 
Level 13: KIMBCHS 
Level 13: ANDYMAC 
Level 14: YERMAN 
Level 15: OLLIEB 
Level 16: THE YOLK 
Level 17: TONYMASH 


CHEAT MODE: Enter the password 4 , 4 , ©, ALTJCARD’S SPELLS 

®, 4 , ®, ®, 4 . How start the game and three Dark Metamorphosis: 4 , 4 , 4 , 4 , 4 , © or ®. 
options appear: Unlimited (to play with infinite Attack creatures that spray blood for the DM 
lives and weapons), Play Monster (to play as a to heal you. 


different monster in each level) and Start (to 
select, which of the game's 20 levels to start 
at). 

Armored Core 


Hellfire: 4 , 4 , *, 4 , © or ®. You can also 
transport; hold 4 during the transport to 
shoot two fireballs. 

Soul Steal: 4 , 4 , 4 , 4 , 4 , 4 , 4 , © or ®. 
Summon Spirit: 4 , 4 , 4 , 4 , © or ®. 

Tetra Spirit: Hold 4 two seconds, 4 , ♦, 4 , 4 , < 
or ®. 

CODES: Reach at least 170% of the game 
beaten, then start a new game and enter one 
of the following names. 

AXEARMOR to start with a new suit of 
protective metal. 

X-X!V”G (two apostrophes) to start with 99 
Luck. 

RICHTER to play as Richter Belmont. 


4SCII 
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G-Police 





































PLAY AS AMTA: Finish the game. At the 
character-select screen, press 4, 4, 4, 4, 4, «►, 


4-SI SMASH JUD SEE 


'•••.•I’'' ■. 


PASSWORDS: 

ICE ISLAND 2-1: 
RDLDURUULLURLUD 
DESERT ISLAND 3-1: 
LURDUDURDDUDLLD 
CASTLE ISLAND 4-1: 
RDUDULDDDDUUULD 
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4, 4. Hold 4 and press and hold ®, © and 

m. 


Oddworld: Abe’s 
Oddysee 




Pandemonk Z 


Nuclear Strike 


PASSWORDS 

SECRET LEVEL: LIGHTNING 
REDUCE FUEL CONSUMPTION: MPG 
5 EXTRA CONTINUES: WARRIOR 


31 LIVES: Enter the password IMMORTAL. 

Marvel Super Heroes 
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Level 18: ANDYCROW 
Level 19: BIONIC 
Level 30: TSLATER 
Level 21: IAINTHOD 
Level 22: JONRTT2 
Level 23: CLAIREC 
Level 34: STEVEBOT 
Level 25: ANGUSF 
Level 26: EUANLEC 
Level 27: EDFIRE 
Level 38: STUBOMB 
Level 29: THONBOY 
Level 30: JIMMAC 
Level 31: PUGGER 
Level 32: ROSSCO 
Level 33: CALEB OY 
Level 34: NIKNAK 
Level 35: SAGLORD 

Secret Missions (Training): PANTALON. 
WEAPONS AND UNLIMITED AMMO: After 
mission Briefing, at the weapons screen, 
and hold Ufl, IS, EH, EH, ®, © 
and ®, then press 4„ You hear a loud clang. 
During the mission, you now have all the 
weapons and infinite ammo for each, but the 
game tacks on a "Mission Cheated" reminder 
when you finish. 


Xexe; 


wm- 
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STRANGE CODE: Go to the Configuration 
menu. Press and hold EH and press 4, 4, 4, 

|®. 

Machine Hunter 

Passwords: 

**uranus** — 

**SATURN** — 

SHOWCREDIT - 
LAZYPLAYER- 
GET SACKED - 
SHOWDRIODS 
NO MISSION — 

GRIMREAPER • 

2UNLEMITED - 
INVINCIBLE — 


Unlimited continues 
View end movie 

— Shows credits 

— All pick-ups within a mission 

— Fight bosses only 

— Old intro movie 

— Activates exits 

— One shot kills 

— Unlimited weapon upgrades 
Invincibility 


LEVEL SKIP: Highlight OPTIONS at the main 


menu, then hold EH 

®, ®, ©, ®, ®, 4, 4 


and press 4, 4, 4, 4, ®, 


FIGHT AS MASTER ISHII: Choose the Team 
Battle mode, At the character-select screen, 
press 4, 4, 4, 4, 4, 4, 4, 4, START. Master 
Ishii, the final boss, appears to the right of the 
other contenders, while the announcer shouts 
out his name. 

STRENGTH SETTING: During a fight, press 
START to pause, then press 19, EH, ill, 
EH, 19, EH. Flashing numbers appear in 
the lower-left and lower-right sides of the 
screen. Press 4 and 4 on the D-pad to adjust 
your character's strength from 1 to 9. 

VIEW THE ENDING: Press and hold 19,19, 
©.®. and 4 on both Controllers 1 and 2, then 
turn on the PlayStation and keep holding as 
the game loads. Instead of the normal FMV 
intro, you see the ending FMV and the credits. 


OVER WALLS: Fly into the upper-left 
of a location. Press and hold *, D 
START to pause. Release 4 and 
press and hold 4 and © while still 
holding EH and START. The game unpauses, 
EH and you can fly over walls. Press 
■9 to return to the normal ean't-jump-the- 
walls mode. 
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PlayStation. 


CMflb 


hall. The 38 Express squeals to a 


HALT EVERY HALF HOUR ON THE STREET 



o 

o 



o 

c^l 


Top: The Second 
Coming, slated for 
this fall. Bottom: 
Preparing for her 
return. 


below. Sleep doesn’t come easy 


IN ROOM 23. BUT FOR 19 YEAR-OLD 


Ray Cooper, it has nothing to do 


WITH THE NOISE. AS HE SAYS, “IT’S 


BECAUSE EVERY TIME I CLOSE MY EYES, 


ALL I SEE IS LARA CROFT. 


S* 



INTERACTIVE 

You've been warned. 


El DOS HINT LINE I-900-773-4367, Cost of call $0.95/minute. Must be 18 years or have parent's 
permission.Touch-tone phone required. Eidos Interactive, Core, Tomb Raider, Lara Croft and her likeness are trade¬ 
marks of Eidos. Pic. ©1997 Eidos.PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment inc. 
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. Coder 

Welcome to the Game Shark section. Each month we'll list 
the newest and coolest codez right here for your cheat’n 
pleasure. Warning: These codes won't work without a 
Game Shark. 

For the latest codez and info, get on the internet and 
check www.gameshark.com, 
www.htc.net/-hrianj/gsccc/mdex.html or 
www.datel.co.uk. If you find a code doesn’t work, you 
may need to upgrade your Game Shark. Check your 
instruction manual for details. 

ARMORED CORE (GS vl.99) 

Infinite Energy.„ . , , ..* B0040FBE6D60 

Infinite Money.*.*. * *.80039CA600FF 

Right Arm Weapon Ammo.. „, t , 8Q04128AQ1F4 

Right Shoulder Weapon Ammo.800413020028 

C&C RED ALERT (GS vl.99) 

Infinite Funds... . *..801046D00000 

80104 6D200 00 

COLONY WARS (GS vl.99) 

Energy Never Overheats . . *..801190400000 


• 0O119C4CO 000 
80119C80 0000 
80119CB4QGOO 
80119CE80000 


CRASH BANDICOOT 2 (GS vl.99) 
All Crystals . ... . 


,S006CDA4FFFF 
8QQ6CDA6FFFF 
8006CDA8FFFF 


TREASURES OF THE DEEP (GS vl.99) 

Infinite Nets..80040940 0014 

Infinite Torpedos. *80040942 0014 

infinite Seeker Mines.80040954 000A 

Infinite Smart Missiles.80040952 Q00B 

Infinite Sonic Torpedos.80040956 GOOD 

Infinite Plasma Bombs ..,.80040958 0002 

Infinite Mines 80040950 000E 

Infinite Medical Kits...80040962 0005 

Infinite Pony Tanks_......... 80040964 0002 

Infinite Air......80116BEC 0164 

Infinite Damage.* * . . 800B97DO EA60 

Infinite Money...800406CO FFFF 

CROC (GS vl.99) 

Always 100 Crystals.. 80074964 0064 

Always 6 Gobbos................8007496C 0006 

Infinite Lives .. 80074FDC 0003 

All 5 Crystals.80074AC8 001F 

All 8 Jigsaw Pieces ..80074E6C 0008 

Always Gold Key.,....80074AC0 0001 

Always Silver Key. ..B0074AC4 0001 

EXCALXBUR 2555 A.D* (GS vl.99) 


Infinite Energy (Level 1801222E8 1000 

Infinite Energy (Level 2).80132688 1000 

Infinite Energy (Level 3).80125B98 1000 

Infinite Energy (Level 4)..80125250 1000 

Infinite Energy (Level 5).80111578 1000 

Infinite Energy (Level 6).,80125450 1000 

Infinite Energy (Level 7)......80123A08 1000 


Infinite Energy (Level 8).801160B8 1000 

Infinite Energy (Level 9)80110ABC 1000 


Infinite Energy (Level 10).....B012D944 1000 
Infinite Energy (Level 11),,,,,801323EC 1000 


Infinite Energy (Level 12).,,*.80120F5C 1000 
Infinite Energy (Level 13).800E1F8Q 1000 




NIGHTMARE CREATURES (GS vl,99) 

Infinite Mega Heals.*.800CC06C 0009 

Infinite Normal Bullets...800CC072 0009 

PANDEMONIUM 2 (GS Vl.99) 

Infinite Coins. 8008B70C Q3E7 

Infinite Energy...,.800ABD7 6 0004 

Infinite Lives.80DABD74 0403 

Invincibility,. 80QEA79A 0200 

PORSHCE! CHALLENGE (GS Vl,99) 

Infinite Time,....800DAAFO 07 08 

Infinite Restarts...800D49B2 0002 

Always 1st Place ........ .800DAADA 0001 

RAYSTORM (GS vl,99) 

Infinite Lives,.....80GD784C 0009 

Infinite Missiles. 800D7878 0000 

infinite SP Attacks..*..80GD787A 1000 
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6-Police 


Final Campaign Walk Through 
Mission 31: Back On The Streets 
You start at your G-Police base. A report comes in 
of a crime at your waypoint. Follow the waypoint 
indicator until you see two motorcycles travelling 
at speed. Now you have to deal with the criminals 
in a manner you see fit! Check secondary objects at 
this point. Once the two motorcycle riders are dealt 
with you must follow the waypoint indicator to a 
stationary vehicle. Once this vehicle has been 
located, you must perform a scan. When the vehicle 
has been scanned, follow your waypoint indicator to 
the next waypoint. When you reach the third 
waypoint you must stop the shoot out by destroying 
any aggressive targets. When there are no 
aggressive targets left, follow the waypoint 
indicator. When you reach the next waypoint you 
must perform a scan on the transport vessel. Once 
the transport vehicle has been identified, you must 
track it to it’s destination. When you enter the 
Agricultural dome you will be set upon by 3 
fighters. These fighter must be destroyed. While you 
attack the three fighters a radio message will 
instruct you to destroy the transport vehicle. This 
should be done as quickly as possible as the 
transport vehicle will leave the dome causing you to 
fail the mission. 

Mission 32: Nanosoft’s Return 
Follow the waypoint indicator to the warehouse and 
deploy a beacon for your ground team. Inside the 
warehouse are two boxes these should he scanned 
prior to the arrival of your ground team, as they 
have a hidden surprise. Once the ground team have 
arrived keep an eye out for exploding crates. When 
the search vehicle enters the warehouse you will 
come under attack by 2 Nanosoft fighter and a 
bomber, the bomber will concentrate on destroying 
the ground team so destroy it quickly. Once the 
attack force have been destroy, Nanosoft ground . 
units will be making their way to the warehouse. 
Your waypoint indicator does not inform you where 
the ground units are so use your map to locate 
them. You must destroy these before the reach the 
warehouse as they will destroy your ground team. 

Be careful when you leave the ground team alone, 
there are still might surprises while you are away. 
Once the Nanosoft ground units have been dealt 
with, a security droid will launch a surprise attack 
on you. The search vehicle will leave the warehouse 
and park near the landing G-Police helicopter to 
transfer the information they have acquired. At this 
point a Nanosoft squadron will be launched and will 
make there way to the G-Police helicopter. Their 
primary objective is to destroy the G-Police 
helicopter, so make sure you intercept them before 
they reach the helicopter. Once the information has 
been supplied to the helicopter the helicopter will 
make its way back to the G-Police H.Q. make sure it 
gets there! - The might still be a surprise when the 
helicopter makes it's way back. 

Mission 33: Explore The Abandoned Mines 
Follow the waypoint Indicator to your waypoint, on 
the way, you will be attacked by Nanosoft fighters, 
make sure you deal with these fighters. You might 
come across laser turrets and a early warning 
system (radar) on your way to the waypoint. 

Follow your waypoint indicator to the next 
waypoint. Once you enter the dome you will have 


discovered the Nanosoft weapons factory. If any 
early warning systems have been destroyed then 
you’ll have time to destroy the factory. Remember 
ammunitions storage is vulnerable to your 
weapons. You will come under attack by Nanosoft 
forces, these should be destroyed as soon as 
possible. You will receive a message that a power 
source has been located, your waypoint indicator 
will tell you the direction of this power source. 

Once the two power sources have been located, 
destroy them. This will give you access to the dome 
Your waypoint indicator will inform you of the 
direction. Once in the final dome your waypoint 
indicator will take you to a tunnel entrance, this 
entrance will be sealed from this side. Prom this 
tunnel a number of Nanosoft fighters will appear 
these need to be destroyed to complete the mission. 
Mission 34: Open The Tunnel 
In this mission you need to keep the ground team 
alive so they can destroy the power nodes to gain 
access to the sealed dome. Initially a Nanosoft 
attack force try to destroy you and the ground 
team, once these are destroyed the ground team 
will make their way to the sealed tunnel entrance. 
The team need to cross a bridge, be careful as this 
bridge is rigged with explosives. As the ground 
team make their way to their destination, a 
Nanosoft attack force will try to destroy them, by 
direct attacking and by weakening the bridge that 
they must cross. Make sure the tunnel entrance is 
clear of turrets prior to the ground teams arrival. 
Once the ground team are in position they will 
begin attacking the power nodes. When the power 
nodes are destroyed the ground team will enter the 
dome. Once in the dome a large attack force will 
attack you. Remember you must protect the ground 
team, so destroy craft and turrets that are a direct 
threat to them. Watch out for the Venom that 
attacks you, you’ll need to use all your skill to 
destroy it! Once the ground team have eliminated 
the final power nodes the mission is complete. 
Mission 35: Final Mission 
To start off a large battle will take place between 
Nanosoft units and G-Police units. After a short 
period of time, G-Police control will send a message 
explaining what you need to do. The important 
point is that you must pick up the Drop Bomb 
before you enter the ship. Once you are in the ship 
you cannot leave until it is destroyed. The only way 
you can destroy the ship is with the drop bomb. 
Once the bomb has been picked up enter the ship. 
Once inside the ship you must find every power 
node and destroy them. Use the map to locate the 
power nodes. Once the power nodes have been 
destroyed you may enter the centre core. The 
centre core is heavily protected so be careful. When 
dropping the drop bomb you must make sure it is 
in the centre core, if you miss you will locked in the 
space ship forever. Be careful when dropping the 
drop bomb as it my destroy your craft if you are 
too close to the explosion. 

Strategies provided by Psygnosis. 


Send all code submissions to: 

EXECUTE 

Dimension Publishing 
1175 Chess Drive, Suite S 
Foster City, CA 94404 
or email us at: 
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TOGETHER FOR THE FIRST TIME! 

Blaster; BurgerTime; Joust” 2, Moon Patrol; 
Root Beer Tapper; Splat - and Spy Hunter 
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Intro - ducing music 


like you’ve ne 


ver 



You’ll get rhythm. Tempo. 


Heck, you’ll even get to churn tl 



Parappa the Rapper. Not 


just great music. 




PlayStation and the PlayStation logos arc trademarks of Sony Computer Entertainment Inc. Parappa the Rapper is a trademark of Sony Computer Entertainment 












































butter 


(and we don't mean the farm kind). 



But 


a great music - video game. Word. 









Only on PlayStation. 
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Rare is the PlayStation owner who hasn't 
heard of Resident Evil, the zombie-shootin 1 , 
dog-killin' action/adventure which has 
sold almost three MILLION copies 
worldwide to date. And with the launch of 
Resident Evil: Director's Cut, the latest wave 
of PlayStation owners have gotten to play 
the game for the first time, since Capcom 
cruelly halted production of the original 
RE many months ago. But what we're 1 j 
REALLY waiting for is the honest-to-gosh 
sequel, which Capcom is now promising 
for a first-quarter '98 launch. And judging have tc 
from the 90%-complete version of RE2 we survive 
received a few days before going to press, 
it's going to be worth every nanosecond 
of the wait. 

Once again, the action is set in the horribly 
named burg of Raccoon City, and once 
again, the player takes control of two 
characters. This time around, it's rookie 
supercop Leon Kennedy (showing up 
for his first day on the job just as the ' | 
virus spreads — good timing) and ' 
beautiful hotty Claire Redfield (sister 
of RE1 's Chris, searching for her 
missing brother). A toxic spill has 
turned most of Raccoon City's 
unfortunate residents into the * 
lurching undead, and Leon and Claire 


gaping 


Ktz improves over tne original game in 
every category. The graphics have been 
tweaked to new heights; Leon and Claire 
are incredibly realistic polygon characters, 
rivaling even the great Ms. Lara Croft in 
appearance. The zombies are not only 
more varied in appearance, with halter- 
topped females joining the undead cast, 
^ but shuffle more realistically (yeah, like 
I've seen zombies in real life) and even 
execute a few surprise attacks. The 
various backgrounds and special 
i effects are incredible; one of the 
4 game's opening scenes has two 
zombies imping at you while on 
fire. These visuals are awesome 






















































































CLU5IVE • Page 27 


up two CDs, and there's 
slightly more interactivity with IVfl »£ 
your surroundings. There are 
more things to look at, and jl ■ L 

things to climb onto and jump | 

off of; it's a simple touch that i 

adds a lot to the gameplay feel * 
and the suspension of disbelief. There are 
also new weapons, ranging from grenade 
launchers to machine guns to crossbows. 
There are many more zombies in this 
version (which Capcom emphasized hadn't 
yet been tweaked for gameplay balance) 
than were in the beta versions of RE; 
whether or not this means RE2 will end up 
being more action-oriented, I cannot say, 
but it feels that way. Lastly, Capcom is 
hyping up RE2's new "zapping system," 
which is a confusing way of saying 
the game has multiple scenarios ^ 
'with new storylines and endings) flu 
that open up on the second ® 

olay-through, depending on 
now you progress through the f R P | 
game the first time around. 

With gameplay and graphics 
this incredible, Resident Evil i.. 

2 cannot reach our grubby J§ 1 ||l 
little paws soon enough. ~ 

Capcom was wise to take i 


their time — they canceled the first 
attempt at RE2 when it was about 
two-thirds completed !) — and 
do it right. ^ 
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Bag some aliens with over a 
dozen hi-tech weapons! 


PlayStation 
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Earthquakes, exploding buildings 
and working subways! 


GT Interactive 
Software 


www, g tint e ra ctf ve. com 
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DEATHTRAP DUNGEON 


EIDOS • JANUARY 


Ok, we know we’ve previewed Eidos’ 
Deathtrap Dungeon one or two times 
already. In an effort to keep you, our 
reader, well informed, we’ve decided to 
show it one more time with the latest 
version of the game. So what’s new in 
this CD? You can now select between the 
female warrior and the male fighter, 
there’s a new intelligent camera that 
keeps the action up close and intense, all 
of the weapons have been implemented, 
from a variety of swords to shotguns and 
flamethrowers, and the game 
just seems smoother. With the 
release of the amazing Tomb 2 
around the corner (just a couple 
of days now) Eidos is their own 
toughest competition. Hopefully, 
Deathtrap Dungeon will be 
required playing come this 
January. 



EIDOS • MARCH 


Yet another title from the masters at Core, 
Ninja is a 3D arcade-style, martial arts 
game that draws its references from clas¬ 
sics like Tecmo’s Ninja Gaiden, Sega’s 
Shinobi and Capcom’s Ghouls and Ghosts. 
The game offers huge, semi-linear levels, 
smooth character animation, in-game cut- 
screens and plenty of special effects. 
Although Ninja offers some light puzzle 
solving elements (finding keys to open up 
new parts of the level, opening chests, 
etc...) the action will be mainly arcade- 
based. Originally Ninja was set to be a 
summer release, but Eidos is wisely hold¬ 
ing off until the first quarter of next year 
so as not to flood the market with all of 
their big titles. 
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Get the point? This magazine is loa 
speakers-a sound system that ca 
the most realistic sound projection 


led with reasons why you need the SA-VA7 
1 rattle your inner organs. It’s 17 inches of 
you’ll ever dro o l over 
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Cali 1-888-625-2876 to purchase the SA-VA7 speakers and you'll receive the Playstation 
Underground CD Magazine, a CD carrying case, and a Sony baseball cap. 


www.sony.com/sava 
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VIGILANTE 


ACTIVISION* MARCH 


Here’s a surprise from Activision that we 
had no idea was being developed. This com¬ 
bat racing game, titled Vigilante 8, could be 
compared to Twisted Metal, but set in the 
1970’s. It seems the folks at Activision bor¬ 
rowed the theme from their popular PC 
title, Interstate ‘76, and combined that with 
a hardcore, deathmatch-style, combat shoot¬ 
er. The graphics in this game are nothing 
less than stellar, even at this early date 
and, at first look, you would think that this 
is a Psygnosis game — certainly not a bad 
association. Like Twisted Metal, 
the basic gist of the game is to 
shoot it out with a variety of 
muscle cars armed to the teeth 
throughout 1 2 different battle 
arenas — until you’re the last one 
driving. Although it’s real early, 
the car physics are extremely 
accurate and the gameplay looks 
like it’s going to be intense. 


—* 

Bill 
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NAMCO • FEBRUARY 


Namco’s Klonoa: Door to Phantomile is a 
unique action/platform game that com¬ 
bines great play mechanics with a S.5D, 
Pandemonium!-style graphics engine. The 
star of the game is a cute, cap-wearing lit¬ 
tle creature (we’re not sure if he’s a rabbit 
or a dog) who must enter a nightmarish 
dream world to restore the peace and tran¬ 
quility that has been disrupted by an 
unknown evil. Besides the sparkling and 
colorful graphics, the way Klonoa attacks 
his enemies is the most unique feature of 
the game, which involves grabbing an 
opponent and either throwing him at other 
enemies, or utilizing him in some way (i.e. 
to jump up and off of to reach otherwise 
unreachable platforms or items). 


























































































































































































OPTIONS 


Over two dozen Allied 
and Soviet missions on 
two action-packed CDs. 

Fight over land, sea and 
air with MiGs, spies, 
destroyers, submarines 
and more! 

Take the ultimate 
challenge by fighting up 
to 3 At opponents in 
SKIRMISH mode. 


Battle maps are up to 2 
times larger than those 
in Command & Conquer. 

Three game difficulty 
settings. 

Dozens of close-ups and 
action movies. 

Specially-designed 
interface with completely 
reworked graphics for 
your PlayStation™ Game 
Console. 


PlayStation 


Gomnttnd & Conquer i* a rostered trademark of, and 
Conni..ind k Conquer Red Alert a a trademark of. 
Wflirwfwnl Studiot, li.c. &!> 1997 VWjtiwood Scudlnt. Ific, 
All jighlt Reserved. Fl.iySi j[K>i i wul PlayStation logos 
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READY TO 

For the PlayStation " 1 game 


WEAR 

CONSOLE 


" Reality Quest's The Glove... 
will change the way you 
playgames." 

- GamePro 

July 7 997 


* The Glove does 
give the dedicated 
gamer a competitive 
control advantage." 

- Ultra 

GamePlayers 

July 1997 


" The coveted Glove 
is a truly revolutionary 
controller." 


- PSM 

October 1997 



JHHc? VIDEO GAME CONTROL 



Licensed by Sony Computer Entertainment America for use with the PlayStation gome console. 
PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment Inc. 


ond Reality Quest ore trademarks of 
Reality Quest Corporation. 











...ON HAND NOW 

AT STORES EVERYWHERE 
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For more information and availability, check out 

WWW.THEGLOVE.COM 











KONAMI . JANUARY 


L 


Here’s a game that we’ve been waiting for 
since Konami released their summer equiv¬ 
alent, International Track 8c Field, over a 
year and a half ago. Obviously, Konami is 
going after the Olympic theme of Nagano 
(Nah - gah - know), and they’ve even got 
those bizarre looking mascots on every 
background. Anyway, there are over a 
dozen different events in Nagano, including 
the Luge, the Bobsled (those crazy 
Jamaicans), the Giant Slalom, 
Snowboarding, Speed Skating, Freestyle, 

and, everybody’s favorite, Curling 

-- ..7 1 Unfortunately for us, not all of 

— the events on our preview disc 
. I are playable, but the ones that 
are P^y similar to Track and 
Field. In other words 


____ 
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lots of 

controller mashing! Hopefully, 
we’ll have the 100% version for 
the February issue, and then 
you’ll find a complete review of 
Nagano. Until then, keep those 
blades sharp! 


FEBRUARY 


If you want to sell games on the PlayStation, 
the best way to go about it is to develop a rac¬ 
ing or adventure game. There are tons of quali¬ 
ty titles in both categories, currently available, 
and a lot more are on the way. Enter Broken 
Sword from T*HQ. The story line goes some¬ 
thing like this; You’re an American in Paris 
(where have I heard that before?) and while 
sitting in a neighborhood cafe, you witness a 
violent explosion which ultimately envelopes 
you and gets you involved in a race to find an 
historic manuscript. Broken Sword promises 
over sixty hours of gameplay with full 3D envi¬ 
ronments to explore. It all sounds pretty cool to 
us; stay tuned for more info once we get our 
hands on a playable version. 
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11 1 111 www.WCWwrestling.com 

Visit your local retailer or cafJ 
WtmrnSm H^~22S~SW for orders only 
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EA SPORTS • DECEMBER 


The latest installment in the FIFA series 
features everything you’ve come to expect, 
along with a bunch of new player moves. 
Much like the great new controls found in 
Live 98, FIFA 98 adds a host of skill moves 
for the offensive player. For example, it’s 
now possible to keep headers in play by 
selecting lob, pass, or shot while the ball is 
in the air. The game is also in the 
PlayStation’s higher resolution mode, sport¬ 
ing a nifty 512 x 240 (instead of the prior 
320 x 240). EA Sports has also ramped up 
the number of animations, incor- 
■ tTOTi-p-ji porating over 14,000 frames of 
'((irtiflfMjl animation into smooth looking 

P| ; moves like ball traps, slide tackles 
ly ' that look different from the side, 

: back and front, and a bunch of 

new goalie saves. We just got a 
reviewable version, but time 
SraMgapj keeps us from putting a complete 
' i | review together in this issue. 

Look for Zach to put FIFA 98 to 
the test next month. 


FOX INTERACTIVE • APRIL 


Just as we were going to press, early CG-ren¬ 
dered screen-shots of Fox Interactive’s Alien 
Resurrection showed up at our doors. 
Developed by Argonaut (makers of Croc) and 
based on the upcoming motion picture of the 
same name, Alien Resurrection pits the play¬ 
er as one of five different characters against 
hordes of blood-thirsty Aliens through the 
dark and foreboding corridors of a crumbling 
research vessel. Played out in a third-person 
perspective, with intelligent “smart camera” 
viewpoint options, Alien Resurrection fea¬ 
tures a fully polygonal 3D environment with 
intense action and awesome firepower. 
Needless to say, we’re excited about the 
prospects of this one. 
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CARDINAL SYN 


SONY • JANUARY 


Sony’s Cardinal Syn is a one-on-one 3D 
fighting game with a decidedly medieval 
theme. Developed by Chronos (makers of 
Criticom and Dark Rift), Syn features a 
variety of fighters with a penchant for 
bloodletting. What’s remarkable about 
this weapons-based game, is the high 
level graphic detail of both the characters 
and the backgrounds and the smooth 
frame rate it achieves. Expect plenty of 
moves, interactive environments, a vari¬ 
ety of deadly weapons, as well as magical 
spells and hand-to-hand combat 
and a beautifully rendered CG 
introduction and endings similar 
to those of Namco’s Tekken S 
and Soul Blade. Currently, 
Cardinal Syn is set to release in 
January, but this is one of those 
rare titles that might actually 
ship ahead of schedule. We’ll 
have the full review in next 
month’s issue. 



ASCII • MAY 


ASCII Entertainment is readying for 
release an update of the 16-bit classic 
( 11 classic" is the word we use when we 
don't really remember the game, but 
we're taking the publisher's word for it), 
Master of Monsters. The game is a turn- 
based strategy affair, with up to four 
players simultaneously competing to 
reign supreme in the land. Monsters can 
be combined to form new monsters, there 
is day and night play, a number of differ- 
„ ent landscapes to compete in, and a num¬ 
ber of characters from which to choose. 
Think of it as a make your own Godzilla. 
Master of Monsters is expected to ship 
during the second quarter of 1998. 
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EXPLORATION! 


gy by combining 
g gameplay with 
tailed graphics 


Dana Gould returns as the 
voice of GEX, lampooning 
Hollywood’s finest with ove 
500 lip-synj^j^celebrity j 
impressions and smart asi 


GEX product and contest info, visit our website at www. crystal! 

Crystal Dynamics, the Crystal Dynamics logo, GEX, and the GEX character are trademarks of Crystal 0 
© 1997 Crystal Dynamics. All rights reserved. Call 1-800-771-3772 for Game Rating Information. 

PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment Inc. HBG is a red 
service mark of Time Warner Entertainment 
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EIDOS HINT LINE 1-900-773-4367. Cost of call $0.95/nainyte. Must be IS years or hatfe parent's permission. 
Touch-tone required. 
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ex or ventilate 55 contrary denizens includin 
Ores, Dragons, Mummies and Zombies. 


faster 13 horrific implements, including swords, hammers, 
muskets, magic spelts and your bloody bare hands. 


the grim fun youve missed. Now its time for your hath. 
So plunge on in or looh away, hut make np your mind. 
While vou still have a choice. 
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ALUIXIDRA 


WORKING DESIGNS • DECEMBER 


Long-time Sega developers, Working 
Designs, have finally smartened up and 
hailed off the Saturn sinking ship, snapping 
up the US rights to the PlayStation RPG, 
Alundra, from Climax of Japan. 

The storyline is darker than you' d expect 
for this genre, with heavy themes about 
religion and death running throughout. 
Fortunately, the US localization will benefit 
from the writing talents of Zach Meston, 
who's oh-so-subtle brand of humor will no 
doubt provide a modicum of levity where 
appropriate. In a break from the 
typical turn-based style of role 
player, Alundra is a Zelda-ish real 
time combat RPG. The freedom to 
run, jump and slash opens up the 
land of Inoa in a way that no 
other PlayStation title has yet 
tackled. Fans of both Wild Arms 
and the Zelda series will definite¬ 
ly want to keep watching these 
pages for further updates, as the 
game progresses. 


WCW IXIITRO 

_T*HQ » JANUARY_ 

From the makers of the best wrestling 
games on any platform, comes T*HQ’s lat¬ 
est endeavor. WCW Nitro combines the best 
wrestlers from the World Championship 
Wrestling and New World Order leagues in 
an all out brawl for the PlayStation. Due 
out this January, the game will feature 
over 20 WCW and NWO wrestling super- 
stars including everybody’s favorite(then 
again, maybe not), Hulk Hogan, not to 
mention the likes of Lex Lugar and that 
dynamic duo better known as Harlem 
Heat. Expect all the craziness of the real 
thing, including over thirty moves per 
wrestler. We can’t wait for this one! 

















































































































































































































It’s one thing to take a bullet like a man but how does 
one take 3-foot long, razor sharp scissors? How will 
you avert decapitation and keep your entrails from 
spilling out over the kitchen floor? This will surely be 
your fate unless you can outwit Norway’s most lethal 
killer-Scissorman. You’ll have to become a master of 
stealth and deception to avoid being cut to ribbons in 


Five playable characters and ten different endings 
for super-extended replay value. 


Amazingly detailed, horrific graphics and 
special effects. 


So grab your copy of Ciock Tower 1 
turn out the lights, and pray. 


HM" HUMAN COKI^RAYION. Ml Rights Reserved ASCII i-ukrtuiimKisi. I’Jock Tom and die Clock lower logo Lire trademarks of ASCII CniemirinienE Software, 
Inc. ilnMaiion and die Plitftaiion logo are irademarks of Sony Coiupuicr FiuerUdmmmi Inc. Ihc ratings icon is a trademark of ilie Interactive Ihgiial Software 
Association. All other brand and pnidui i nunes are trademarks or registered trademarks oftheir respective holders 


PlayBtatiori 











































We 1 11 give you the bad news first; One still 
hasn't shipped and there is no reviewable 
version of the game, as of this writing. The 
good news? Well, the good folks at ASC 
Games and Visual Concepts are feverishly 
working at getting the game to come togeth¬ 
er and get it on shelves before Christmas. 
For those of you that haven't been follow¬ 
ing the progress of the game, One is a 
third-person shooter that is reminiscent of 
classics like Smash TV, or better yet, Contra 
— only in a real-time 3D world that is 

_ among the best on the 

PlayStation. Not only that, One is 
■Rm|| ; jam-packed full of eye-popping 
IP* | 1 special effects of the likes we’ve 

never seen before on the 
k' PlayStation. If all goes well, we 

have the review of One in our 
February, 1 98 issue (allowing it to 
■Hfefcki corrLe under the wire for year-end 
t! awards)... look for it then. 


SUMMER 


While not at the top of everyone’s list, 
Bowling games do offer some of the most 
addictive gameplay of any gaming category. 
With this in mind, T*HQ will be releasing 
Brunswick Circuit Pro Bowling this summer. 
We don’t have a lot of information on the 
title, but it will feature eleven different 
Brunswick pros, along with a “create a 
bowler” option and be presented in 3D. The 
game is definitely a bowling sim; There are 
no arcade elements to be found. You’ll have 
your choice of four different modes of play: 
tournament, career, open play and practice. 
The game is based on actual Brunswick tour 
naments in the U.S. and abroad, and promis¬ 
es to be the most realistic bowling sim yet. 
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Blast the chains of slavery straight to Hell. Join the rebellion and fly the 
hottest ships in the stars. You'll master six unique craft in your quest, each 
with different flight characteristics and weaponry. You'll fly more than 70 
unique missions, success or failure determining a destiny that lies along one 
of five different paths. The cost of freedom is high. Are you willing to pay it? 
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PUBLISHED AND DEVELOPED BY LUCASARTS 


LucasArts has a real unsteady rep as a 
game developer. They seem to alternate 
between great games (Dark Forces) and 
mediocre games (Rebel Assault). When they 
bust out of the Lucas Film license catalog, 
they seem to have a much better track record. 
Maybe they take more time developing games 
that don't have a film to back them, or maybe 
the games simply can't live up to the movie. 
The inherent problem with Star Wars based 
games is that there are so many details nec- 
essary to make the masses happy. With Star 
Wars: Masters of Teras Kasi, it's like they 
didn't even bother to attempt to forge new 
ground, hoping instead that diehard fanboys 
will overlook any drawbacks to the game just 
to get their hands on another Star Wars title. 

Everyone needs a fighting game, no mat¬ 
ter how big a company they are or what their 
strengths may be. Koei shocked everyone with 
their amazing Dynasty Warriors; even RPG 
moguls Squaresoft have delivered two pass¬ 
able fighters. With Masters, however, the pow¬ 
ers that be simply decided," Okay, Star Wars 
characters who fight. Run with it," and the 
result is an indifferent game at best. Besides 
having a Star Wars overlay, there 1 s really 
nothing else to recommend this game. At the 
heart of any good fighting game are a couple 
of different qualities that need proper bal¬ 
ancing: control, graphics, fighting system and 
intelligence. Let me hit you with my impres¬ 
sions of why, exactly, the Force is definitely 
not with this game. 

To call the controls stiff would be an 
understatement, like calling Bill Gates " well 
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off," or the Spice Girls " untalented." When 
you grip the PlayStation controller in your 
hands while fighting, you need that baby to 
react to your slightest twitch and tremor, oth¬ 
erwise you're toast. When you attempt to exe¬ 
cute a forward half-circle or a lengthy series 
of combination attacks, the response time 
between doing the motion and the attack com¬ 
ing off on screen needs to be virtually simul¬ 
taneous. With Masters, I’d find myself doing 
a fireball (down, down-forward, forward) and 
instead of the special move that was supposed 
to follow, 80% of the time my character would 
jump forward. Believe me, by this point in 
time, 1 1 ve played more Street Fighter than 
most ordinary people would ever care to live 
through, so I think I know my controls pret¬ 
ty well. Constantly, the moves I'd go for just 
weren' t happening for me, irritating me to 
no end. A really well designed fighting game 
should flow smoother than light beer through 
a frat party, with no hiccups or blips to slow 
down gameplay. I do not enjoy having a hard¬ 
er time fighting my controller than Darth 



Vader. 

Looks aren't eveiything, but with Masters 
of Ter&s Kasi, they're almost all there is. 
Graphically, it's a very impressive game. 
Realistic CG models are hard to pull off, espe¬ 
cially if they're based on real actors. Most of 
the time they end up looking really stiff and 
unrealistic (much like Mark HamilT s acting), 
but the denizens of Lucas 1 universe look damn 
fine here. Han Solo and Luke Skywalker cap¬ 
ture their big screen counterparts particu¬ 
larly well. Boba Fett and Darth Vader always 
look bitchin’ (it's the nature of the bad guy 
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This rE me too 1 ' title doesn't leave you with a whole lot, even if you're a 
big Star Wars junkie. There are ways ta distinguish your product in a 
crowded genre and make it stand out, but the developers have opted 
to go with the safe and easy route- There's nothing but the license and 
the graphics to make this game stand out from the rest of the fighters 
available, and 1 firmly believe that, without the Star Wars trappings, it 
would sink without a trace* Still, there is something to be said about 
being able to whack Come Fisher with □ big axe, or jetting around as 
Boba Fett for awhile. I recommend passing this one up unless youVe still 
sleeping in those Star Wars sheets and Dnderoos you got back in 78. 
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to always have the best tailor), and their ren¬ 
derings capture their swanky villainy in good 
form. The backgrounds ranged from cool to 
passable. The Hoth level looked very nice, 
with snowspeeders whipping by in the back¬ 
ground, but I felt that the Cloud City of Bespin 
looked like it needed some serious urban 
renewal. All the weapon effects were nice, 
from the moving light source that followed 
blaster fire to the all-important glow of the 
lightsaher. 

Masters draws a lot of its fighting engine 
style from games like Namco 1 s Soul Blade or 
Capcom’s Star Gladiator, but the game reflects 
much more of the latter than the former. 
Fighting is a blend of Street Fighter circu¬ 
lar motions and Tekken button taps. You have 
the option during a match to pull out a weapon 
at anytime, be it Chewie 1 s bowcaster, Leia's 
glowing staff or the Gamorrean guard's mas¬ 
sive battle axe. I didn't really understand 
this option, simply because I never saw the 
use of fighting without a weapon. For char¬ 
acters armed with blasters, such 
as Han, Boba Fett, or Chewbacca, Ip- 
using your weapon means gain- I j ■Hjll 
ing a distance attack, allowing 1 
you to back off a bit and pep- I Klp l|| 
per your opponent with ranged f . 1 
fire. Of course, weapon attacks 
take a little more time to execute 
than normal hand-to-hand com- || |I - 
bat maneuvers, so there's your H 
drawback. But, as soon as you Hkiflx* 
whip out your weapon, your 
opponent almost always does the II | 
same, negating any delay penal- II , " 

ties you may have suffered. It |||3gM| 
would have been much more 
interesting if the designers had II f; 
opted to go after a Busido Blade |bj|j|mH 
style of game and focused on 
realistic lights aber fencing instead of this 
Force-powered judo mumbo-jumbo. I for one 
would have loved to play as Yoda, running 
around taking out people's knees. 

AI is decent, nothing to get excited about. 
Masters is definitely a two player game; if 
you have even the slightest working knowl¬ 
edge of fighting games, you'll probably beat 
the game within your first few tries. I dis- 
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covered that the secret to kicking serious butt 
was to play as Luke; not only is the lightsaher 
a fast and formidable weapon, but his super 
move is devastating. The computer could not 
seem to cope with the super and it scored 
nearly every time, my lightsaher hurtling 
into my opponent and lifting them way up 
into the air, scoring multiple hits and usu¬ 
ally resulting in a ring out victory. The com¬ 
puter tends to block a lot, then score small 
combos. It's really not too difficult to mow 
through the AI with a minimum of effort. 

This "me too" title doesn't leave you 
with a whole lot, even if you're a big Star 
Wars junkie. There are ways to distinguish 
your product in a crowded genre and make 
it stand out, but the developers have opted 
to go with the safe and easy route. There' s 
nothing but the license and the graphics to 
make this game stand out from the rest of 
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the fighters available, and I firmly believe 
that, without the Star Wars trappings, it would 
sink without a trace. Still, there is something 
to be said about being able to whack Carrie 
Fisher with a big axe, or jetting around as 
Boba Fett for awhile. I recommend passing 
this one up unless you're still sleeping in 
those Star Wars sheets and Underoos you got 
hack in '78. 

Thomas J. 
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Hot on the heels of Sony's mega¬ 
bit, NFL GameDay 98, comes their new 
college game, "NCAA GameBreaker 98". 
Making use of the same polygon play¬ 
er animation that helped vault GameDay 
98 to the top of the sales charts, 
GameBreaker 98 looks to capture the 
spirit of the college game by tweak¬ 
ing the new football engine and cus¬ 
tomizing the gameplay for the nature 
of the college game. 

To get things started, we 1 11 take a 
look at the features that make 
GameBreaker different from its NFL 
cousin. GameBreaker 98 features all 
112 NCAA Division 1A schools, com¬ 
plete with home and away uniforms, 
detailed logos on helmets and jerseys, 
all of the stadiums and some of the fight 
songs. In addition, the game allows the 
player to customize his playbook by 
choosing between a balanced playbook, 
or one that is dominated by the run or 
the pass. In fact, the playbook is one 
of GameBreaker 1 s greatest strengths, 
with a number of effective offensive 
and defensive sets and plays. In sea¬ 
son play, both team and player statis¬ 
tics are tracked in 21 different general 
categories and a number of sub-cate¬ 
gories. You can attempt to crack the top 
25 as you make your way toward a 
potential bowl bid and watch your 
favorite " GameBreakers" work their 
way toward seven different offensive 
and defensive player awards, including 


the Heisman Trophy (R). 

Graphically, the game does differ 
from GameDay quite a bit. While the 
polygon player animation remains the 
same, the stadium backgrounds look 
more like they came from last year's 
GameBreaker 1 97 and the glue screens, 
fonts, etc. are not quite as crisp as those 
found in the new GameDay. Also, the 
camera system is different, and not as 
desirable. One of the best new features 
in GameDay 98 was the ability to pull 
the camera back at the line of scrim¬ 
mage. In GameBreaker, the outside 
development group has opted instead 
for a camera that rotates left and right 
at the line — similar in execution to 
the camera employed in EA Sports 1 " 
John Madden NFL Football 98". There 
are six different camera angles avail¬ 
able, three of which are practical. What 
is missing in the active play camera is 
the way that it zoomed in behind the 
ball carrier in GameDay 98 — 
GameBreaker keeps its camera focused 
at its fixed position. Obviously, many 
of these items are a matter of person¬ 
al preference, but my opinion is that 
these camera choices, as a whole, don't 
measure up to the standard set by 
GameDay 98. 

Of course, gameplay is another thing 
entirely, and GameBreaker has got it 
all. Even if you already own GameDay 
98, you are going to want to purchase 
GameBreaker just to execute a college 
game plan and to take your alma mater 
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is due to the charged atmosphere sur¬ 
rounding the student body, but a big 
part of it is the marching band, the 
team fight song, etc. GameBreaker 98 
does a pretty good job of recreating this 
atmosphere. I can only try to tell you 
how cool it was when I first heard what 
we used to call " Go Tech, Go" (essen¬ 
tially the same little ditty that every 
school uses, but you didn't attend every 
school, did you?), after my first touch- 
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down of the season — it was like I was 
back on campus and the Go Go 1 s were 
the coolest thing going (Belinda is still 
a babe). 

Is GameBreaker 98 an essential 
purchase? Well, how about if I answer 
that question by posing a few of my 
own? Do you love football? Did you 
go to a Division 1A school? If the 


to the national championship. The play¬ 
ers look great and the running game 
is fantastic. During my first season, I 
have found that I run the football more 
than I pass (I've been playing with a 
balanced playbook), which is in direct 
opposition to my GameDay 98 offen¬ 
sive strategy — which is to use the 
short passing game to maintain ball 
control and manage the 
game clock. There are so 
many gameplay options that 
I don 1 1 have the space to list 
them ail but suffice it to say Rf Hf 
that, with all of the clock 
speed, gameplay speed, com- 8 1 
puter GPA and difficulty | r 

options available in |lj_~_5 

GameBreaker 98, you will | | : l J p 
be able to find a combina- I' .If 7 
tion that customizes the II > 
game to your liking. In addi¬ 
tion, you can create your I 
own player and try to win 1:1 % ^. 
all of those season-end 
awards, and up to eight n I : 
players can play at one 
time. *** 

Before I finish this review, I have answers to those two questions are 
to mention the sound or, more specif- " yes", then open your wallet. If you 
ically, the music. To me, college football already own GameDay 98 and you are 
is all about atmosphere. If you have more of a casual fan, then you may 
never been to a college football game, want to rent it first and check it out. 
then you won 1 1 be able to understand Essential purchase or not, NCAA 
this, but for those of you that have, GameBreaker 98 is a well-designed and 
there is a 'feel 1 to the game that pro- executed college football game that 
fessional football lacks. Most of this deserves a place along side its NFL 
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PUBLISHED BY GT INTERACTIVE — DEVELOPED BY SINGLETRAC 


If you 1 re not familiar with the name 
SingleTrac, I demand that you stand up 
and repeatedly spank your own bottom 
for being such a silly git. They' re the 
developers of WarHawk, stll one of the 
PlayStation 1 s best shooters — almost 
two years after its release; Jet Moto, 
the best-selling hoverbike-racing game; 
and Twisted Metal 1 and 2, 
driving/shooting hybrids which are 
among the best-selling PlayStation games 
of all time. Put simply, SingleTrac games 
kick so much tail, it hurts. 

Critical Depth, SingleTrac' s first 
game for new publisher GT Interactive, 
doesn ! t stray more than a few baby 
steps from their established 
action/shooter formula. Here 1 s how they 
themselves (very accurately) describe 
it: " Critical Depth incorporates third- 


© 1997 SINGLETRAC LNTEIHAiNMEKT TECHNOLOGIES, ML. 
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for good, some for evil, some for rea¬ 
sons in between. 

Each individual/organization has 
its own unique undersea vehicle, with 
an incredible variety of appearance and 
ability. Why, here are five now. The CIA 
(vehicle: stealthy "manta" ship) wants 
to gather the pods and hide their exis- 
tures and adds the visual dynamics tence from the world; the Soviet Die- 
of WarHawk, bringing an entirely orig- Hards (vehicle: nuclear sub) want to 
inal underwater vehicular combat game use the pods to nuke the West; Dr. A. 
to the PlayStation game console." Pocalypse (vehicle: the dart-shaped 

That 1 s right; Critical Depth takes Armageddon) wants to wipe out human- 
place 20,000 leagues beneath the sea, ity and breed a " superior" race; Team 
give or take 19,000. The nice and tidy Earth Hope (vehicle: dolphin-shaped 
storyline goes like this: an undersea sub) want to rescue the pods from the 
adventurer named Douglas McKragen exploitation of others; and Professor 
has gone missing after stumbling upon Armstrong (vehicle: Jules Verne-inspired 
five mysterious alien pods. The glowing retro-future sub) wants to gather the 
artifacts attract the attention of no less pods and display them in a museum for 
than twelve different individuals and the world to marvel at. All 12 " char- 
organizations, each one hoping to col- aciers" are intriguing and cool, with 
lect them and use their power — some nary a dork in the bunch; you'll want 
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strategies. You have to plunge to dead¬ 
ly depths (risking the implosion of your 
craft) or leap out of the water to round 
up all the pods in certain levels. The 
graphics are just a touch on the rough 
side, but do an excellent job of balanc¬ 
ing detail and speed. The underwater 
environment means everything has a 
dark-blue tint, which is inevitably not 
quite as appealing as the fantastic set¬ 
tings of Twisted Metal 2 or WarHawk. 
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Critical Depth h another SingleTrac classic, loaded with 
speedy and surprisingly brainy shoot-‘em~up action. 
Yeah, it's little mare than Twisted Metal and Warhawk 
spliced together and thrown into the ocean, but I don't 
have the heart to complain about the lack of original¬ 
ity when the gameplay is this bloody fun. This game is 
definitely worth the doubloons (oof),. 
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There 1 s still some wonderful scenery 
in each level, ranging from natural sur¬ 
roundings to sunken cities, and a vari¬ 
ety of open and closed environments. 
Some levels reward hide-and-seek game- 
play, while others favor the not-so-sub- 
tle " shoot every dang weapon you got" 
approach. 

Critical Depth is another SingleTrac 


to play them all to see every one of the 
dozen endings. 

Critical Depth has three modes of 
play. Missions Mode is a one or two- 
player mode that takes you through the 
game 1 s eleven levels in sequential order, 
gathering five pods in each. Battle Mode 
pits you against any number of com¬ 
puter opponents in a race to gather five 
pods and warp through the __ 
exit "Threshold" to win. 

Death Mode is simple | 
search-and-destroy; the last I 
ship moving is the winner. I D EBIH 

Each of the five pods I 
grants you a special power. I 
The power pod doubles your I 
strength, the damage pod I 
doubles the havoc you I 
wreak, and the shaker pod I 
lets you fire shaker mis- I J || <| 
siles, which very usefully I 
knock pods out of enemy I u 
ships. The enemy AI is I 
tweaked to attack the ship I * isq; 
with the most pods so, as I ESfi ™ H3PE 
you get closer to gather- | 
ing them all, you're 
attacked more viciously by the enemy classic, loaded with speedy and sur- 
ships. Critical Depth improves upon prisingly brainy shoot-'em-up action. 
Twisted Metal 2 1 s brilliant " combo" Yeah, it' s little more than Twisted Metal 
gameplay mechanic, allowing you to and Warhawk spliced together and 
string together weapon attacks to score thrown into the ocean, but I don't have 
huge amounts of damage. And, of the heart to complain about the lack of 
course, the addition of the third dimen- originality when the gameplay is this 
sion gives Critical Depth more, uh, depth bloody fun. This game is definitely worth 
than TM2 ever had in terms of attack the doubloons (oof). 
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Personally, I never really understood 
the whole virtual pet thing that swept 
through Japan like a tsunami and then 
limped into the US on the backwash of 
their pop culture. Tama-whatsis, Giga- 
whosis, Virtua-whatevers, to me, they're 
a little less fun than a rock. In fact, the 
most fun 1 1 ve ever had with one involved 


MONSTER 
RANCHER I 



a rock, but that 1 s neither here nor there. 
In a really interesting move, Tecmo man¬ 
aged to combine two of the biggest, weird¬ 
est fads to come out of Japan lately, virtual 
pets and bar-code battlers. Instead of lug¬ 
ging your pet around on a keychain, 
they 1 ve delivered Monster Rancher, the 
first PlayStation game that lets you raise 
your own virtual creature. 

Monster Rancher lets you insert a CD 
of any type into your PlayStation, be it 
music, PC data, games, or anything else 
that can fit on a disc. Monster Rancher 



Hmm, a Saturn game created a ghost — 
kind of telling, don't you think? Finally, 
the Mats disc created a Rover, a four¬ 
legged creature, half tiger and half rab¬ 
bit. Man, this game 1 s better than a Magic 
8 Ball! 

First thing you do with your monster 
is training to make it stronger. There 1 s a 



analyzes your disc, then creates a mon¬ 
ster based on the information on the CD. 
Being a dedicated game reviewer, I decid¬ 
ed to try three different discs to explore 
the possibilities. I used two albums — Tom 
Waits 1 "Frank's Wild Years" and the 
Replacements 1 " Tim" — and a Saturn 
game, Sonic Jam (which I actually opened 
for the first time just to use on Monster 
Rancher). Tom Waits came out, much like 
the real Mr. Waits' voice and music, as 
a gravely, rocky Shadow Golem. " Cool," 
I thought, "maybe there's something to 
this. 11 Sonic Jam gave me a strange 
undead creature, called a Shon Mask. 


certain RPG element here as well, since 
each monster has different strengths and 
weaknesses across a broad range of cat¬ 
egories like Intelligence, Power, Speed, 
Wisdom, etc. There are a number of jobs 
that you can make your monster slave 
at: chopping wood, performing in a cir¬ 
cus, delivering a letter and working in a 
mine, just to name a few. If your monster 
completes this task successfully, then 
its abilities go up and you 1 re also reward¬ 
ed with some pocket change. When you 
start off, your monster 1 s not going to have 
a whole lot of talent, so it will frequent¬ 
ly fail. At this point your computer helper 
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about your opponent to receive helpful 
tips from your assistant. She'll often give 
you hints about your competitor's 
strengths or weaknesses, which is help¬ 
ful for figuring our your overall strategy. 
Duels take place in a 3D arena, where 
you are able to move your monster back 
and forth and choose your attacks. Each 
attack takes a certain amount of will 
power, which then slowly regenerates. 
You must be careful to time your attacks 



will ask if you want to support the little 
guy or discipline him. Everything you do 
has a consequence, however. Discipline 
too much and your monster runs away. 
Too little and it becomes spoiled and lazy 
and won't work as hard. It will also get 
tired from all the working, fighting and 
training you put it through and will 
require the occasional rest break. 


to keep from blowing your energy right 
away Winning a series of matches dur¬ 
ing an official tournament will raise your 
rankings, driving you towards the ulti¬ 
mate goal of becoming a master rancher. 

Monster Rancher is totally unique — 
I think it's fair to say that there is no 
other game like this available in the US 
for the PlayStation. The graphics are noth- 


Everything you do takes 
up time as well. Every time 
your monster does a job, 
whether it succeeds or fails, 
it takes a week of game time. 
Whenever you send it off for 
a more intense training 
course, it takes four weeks. 
Even letting your monster 
rest eats up a week of time. 
Time is an important factor, 
because your monster will 
only live for a few years. 
Hold the sniffles, please. You 
need to build your creature' s 
stats up through training and 
combat so that you can move 
through the ranks to even¬ 




tually become a top monster — 
breeder. Work and training is completely 
non-interactive, so you sit back and watch 
as your creation attempts the task put in 
front of it. 

Combat, on the other hand, is some¬ 
thing altogether different — you actual¬ 
ly get to control your monster during the 
fights. When you first enter into combat, 
you need to check out the information 


ing special, but the unusual blend of RPG 
and action are so far removed from the 
standard crop of 3D racers/shooters/plat¬ 
formers that it takes you a little while 
before you even begin to form an opinion 
about the game. This title may not be for 
everyone, but is definitely worth look¬ 
ing into for those searching for something 
different in a video game. 
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Monster Rancher is totally unique — I think it's fair to 
say that there is no other game like this available in 
the US for the PlayStation* The graphics are nothing 
special, but the unusual blend of RPG and action are 
so far removed from the standard crop of 3D rac¬ 
ers/ shooters/platformers that it takes you a little while 
before you even begin to form an opinion about the 
game* This title may not be for everyone, but is defi¬ 
nitely worth looking into for those searching for some¬ 
thing different in a video game. 
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I very rarely pay attention to what gmmmm—JSSSSmSZfSSSSSSSSSSSSSSm 

other reviewers have to say about a | 1., M §| 

game. Number one, I usually disagree I ^ ? 'T f rUU 

with ’ em; for example, I 1 m convinced | 1 

that Thomas J. had been talking to his 
friends Jim Beam and Jack Daniels 
when he gave Oddworld only 80%. 

Number two, 1 don 1 1 want my own opin- \ > jHHkkj I! 

ion to be consciously, or subconscious- 
ly, influenced by others. But when I 

read a review of Frogger on a major II 

website (no, not PSExtreme Online at _ 

www.psextreme.com) that called it "one 

of the worst games yet for the mg 3D worlds, and the gameplay has 
PlayStation ", I was stunned into dis- been augmented with power-ups and 
belief. I mean, come ON, manl Yes, additional play mechanics. 

Frogger has some flaws — the prima- The goal in each of the game 1 s nine 
ry one being an insane difficulty level worlds (each one divided into multiple 
— but it ain't even CLOSE to being on levels) is to collect five baby frogs, 
the "Worst" list. placed in various out-of-the-way locales, 

In case you ain' t an old gaming while racing a tight time limit and avoid- 
dude, Frogger's original incarnation mg an endless number of obstacles — 
was a Konami coin-op in the early speeding cars, rabid dogs, hairy spi- 
1980s. The extremely simple gameplay ders, fiery pits, and on and on. Frogger' s 
(with a single joystick used to jump up, means of motion is jumping, and he 
down, left and right) made it a huge has a few other skills: a power-up-gob- 
success, spawning a couple of knock- bling tongue, a superhop for extra-high 
offs (the most obvious one being jumps and a power croak to call out to 
Activision's Atari 3600 cartridge, baby frogs. Among the many power- 
Freeway!) and it eventually became ups are extra time, extra points, extra 
one of the best-selling 3600 carts of all lives, a double-sized tongue (Gene 
time. Hasbro' s PlayStation update Simmons, eat your heart out) and a 
makes humungous and necessary double-speed jump. While most levels 
changes for the 33-bit gaming world; don' t require you to hunt down and 
the 3D top-down graphics of the orig- use the power-ups, they add a zesty fla- 
inal have been replaced with sprawl- vor to the gameplay. If you' re expect- 


_ _ _ ■ ' - 
















































































mg the 2D gameplay of the original, 
you won't find it here. Once you get 
beyond the first world and its retro lev¬ 
els, you'll find yourself in 3D envi¬ 
ronments with multiple levels of depth 
and even the occasional mini-puzzle 
(i.e., push a button to activate a mov¬ 
ing platform). The game lets you rotate 
the screen, if you find yourself awk¬ 
wardly hopping sideways or 
downward. 

All right, I've waffled I 

long enough; it's time to I 

count off Frogger 1 s admit- I 
tedly numerous flaws. The I 
control is flaky; the jump- I 
ing is sluggish, imprecise M t* A 'i 

and requires a bit of "lead I M'm 

time" as you leap from one I 111] 

moving object to another. I j|ijyj 

The multi-player mode I ® 

(which lets one to four play- I ■* 
ers race across any of five I 
customized levels) is almost I * B 
fatally flawed, because of the I;« ,|i 

too-narrow split-screen view. I; raj 
The difficulty level is pitched I 
through the roof; it takes 


option, instead of returning to the menu 
and waiting 20-30 seconds to play 
again. 

If you can tolerate Frogger's bru¬ 
tal difficulty level without throwing 
your controller through the TV screen, 
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a LONG while just to completely explore 
a level and find the frogs, and a LONG 
while on top of that to collect the frogs 
without losing all your lives. (The save- 
game feature is very kind in that, once 
you beat a level, you never have to beat 
it again.) It's a pain to return to the 
level-select screen over and over again; 
there should've been a "quick restart" 


and get used to "leading" your jumps, 
you 1 11 have some fun; I certainly did 
(mainly because I derive a sick enjoy¬ 
ment from games that punish me). No, 
Frogger isn' t great, but it 1 s definitely 
challenging and definitely playable. Give 
it a rent and see if it hops across the 
fun/frustration line too much for your 
liking. 


Zach 



If ypu can tolerate Frogger's brutal difficulty level with¬ 
out throwing your controller through the TV screen, and 
get used to "leading" your jumps, you'll have some fun; 
I certainly did {mainly because I derive a sick enjoy¬ 
ment from games that punish me}* No, Frogger isn't 
great, but it's definitely challenging and definitely 
playable. Give it a rent and see if it hops across the 
fun/frustration line too much for your liking* 
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available for the PlayStation, I don't the had guys with an orange exhaust 
know a child on the planet who would- cloud. 



n 1 1 favor the beauty and gameplay of Each level has a power-up item that 
Crash Bandicoot 2 over the stunted ani- gives Punky a special ability. In the first 
mation and occasionally awful control level, it 1 s a parachute that lets Punky 



of Punky Skunk. ride the air currents to collect hard-to- 

But allow me to briefly interrupt grab goodies and reach the exit. In the 



the bashing with some background: 
Punky Skunk is, of course, our hero, 
fighting against an evil wolfman named 
BB Badler who 1 s trying to take over 
Punky's happy stinky homeland. In 
each of the game's 34 levels, Punky 
moves to the right, and sometimes up 
and down, and collects stars and blue 


second level, it 1 s a pogo stick that lets 
Punky jump to collect hard-to-grab good¬ 
ies. Other levels equip Punky with a 
snowboard, roller skates and digging 
blades, all of which assist in collect¬ 
ing hard-to-grab goodies. After each 
level, Punky plays one of a variety of 
mini-games (which involve such 
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Don't misinterpret my dislike of Punky Skunk as a bios 
against 2D games; heck. I've even token Sony to task 
for THEIR bias against 2D games. It's just that Punky 
Skunk is a BAD gome. The animation is feeble, the lev¬ 
els are bfink-and-you’re-done short, the music is annoy¬ 
ing, the mini-games between levels are even more 
annoying, and the gameplay is derivative and stale. 
This would've been a strictly overage title for the Super 
NES in 1992; as a PlayStation title in 1990, it's just a 
joke. 


enthralling activities as playing a slot 
machine and riding stationary bicycles) 
for the opportunity to win extra lives 
and energy. 

And now back to our regularly 
scheduled whining: There is not one 
atom — nay, one quark of originality 
to he found in this game. I became 
comatose with boredom. Punky Skunk 
is like a bad case of deja vu 

— you know you've seen ohmi 
and made all these jumps 
before, only in better games. 

The levels usually contain 
only one or two semi-secrets, 
and are surprisingly short 

— but just long enough to he 
annoying when you die and 
get sent back to the start, 
since there are no check- II: \ 
points. In a baffling design i yjvii 
decision, if you find and play It =; 
a bonus round within a level, ll-f 
you're sent back to the start II 
when you finish. And in the II 
most insulting gesture of all, II 
Punky flashes the Mario 
" peace sign" when he fin- 
ishes a level. You WISH you was Mario, 
stink-boy. 

Punky Skunk's graphics are 
absolutely 16-bit in every way, from 
the two-frame sprite animation to the 
complete lack of special effects, other 
than the occasional transparent fore¬ 
ground object. Ooh. The musical tracks 
are Japanese pseudo-jazz, and the sound joke 


effects are limited and lame. 

Don't misinterpret my dislike of 
Punky Skunk as a bias against 2D 
games; heck, I've even taken Sony to 
task for THEIR bias against 2D games. 
It ' s just that Punky Skunk is a BAD 
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You have to top an on 
jfohf awn mm JMy reputation 
is shot,,.Ha. ha. ha. 
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Ahh, finally. I’ve been waiting to get my 
digits on this tasty looking title ever since I 
first caught a glimpse of it in one of those 
Japanese video game magazines with all the 
cartoons of little nude girls with pointy ears 
and blue hair (how do they get away with 
that in a game magazine, anyway?). I had a 
great time playing Vandal Hearts and this 
looked like the same style of game but with 
characters from Final Fantasy. I could hard¬ 
ly wait! Vandal Hearts was the first game of 
this style that I learned to like and played to 
the end, so I was expecting more of the same 
with Tactics. Well, it’s finally here and yes, 
there’s more. Much more. It’s a giant leap 
more, in fact. It turns out, in retrospect, that 
Vandal Hearts was more of an “Arcade”, beat 
‘em up and move on, strategy game (if there 
could be such a thing), and Tactics is more 
of an “Advanced Dungeons & Dragons”, play 
the same game for a year and forget you’re 
a human, sort of game. 

FFT is a turn-based strategy game where 
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acter can grab (including the enemy) to inher¬ 
it the dead character’s HP/MP, abilities or 
items. If that happens, that character is gone 
forever, so it’s important to revive them when¬ 
ever possible. Once battle is complete, if the 
area you’ve just battled in is a town or cas¬ 
tle, you can either shop, visit the local pub 
for rumors and jobs (which are little non¬ 
interactive sub-missions which increase your 
job points and earn you money) or recruit 



each level is set up in a grid, but in 3D. You 
get an overhead 3/4 view perspective and 
can rotate the play field 360°, as well as zoom 
in /out to a limited extent. Gameplay is a 
series of “intermissions” where the story¬ 
line is played out, in between which you do 
battle. You move from battle to battle via a 
large map which has points that you touch 
with your on-screen finger. When you arrive 
at your destination, you get a little setup 
screen where you can decide which charac¬ 
ters to use and where to place them in rela¬ 
tion to each other. Once in battle, each 


new blood. If you’re going backwards to pre¬ 
vious levels, you’ve got about a 50/50 chance 
of having to do battle with wandering mon¬ 
sters along the way. That pretty much cov¬ 
ers the basic elements of the game, so it’s on 
to the goods and bads. 

If it really ticks you off when you have 
to sit through the same boring dialog over 
and over, I’ve got some advice for you: read 
the entire manual twice before you even turn 
the game on. If you go into this game cold, 
you’re gonna die; a lot. You’re gonna have to 
sit through the slow, unskippable storyline 



character gets a turn at moving and choos¬ 
ing an attack or item. The distance they can 
move depends on their stats and equipment, 
and the order in which they get a turn 
depends on their speed rating in relation to 
the other characters on the battlefield, includ¬ 
ing the enemies. Each battle has an objec¬ 
tive, which is usually to just kill all the 
enemies, but sometimes you’re asked to pro¬ 
tect a certain character, or kill a certain 
enemy. If a character dies in battle, there’s 
3 turns worth of time to revive them with a 
“Phoenix Down” item, or they’re transformed 
into either a crystal or chest, which any char- 


so many times, you’ll doze off. In order to be 
successful at this game, you must be pre¬ 
pared for every possible type of attack, spell, 
or weapon. You’ll need to recruit a wide vari¬ 
ety of characters from the local pubs and 
give them as many different job classifica¬ 
tions as possible, so that you always have 
the type of character that will be needed for 
any type of battle. You’ll also need to know 
ah of the many different skills that are avail¬ 
able to you and use them all on a regular 
basis so that you become proficient. 

Say you’re playing along with a couple 
of knights an archer and a chemist, doing 
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fine, laying waste to the local resistance, then 
wham... you’re hit with a battle that’s impos¬ 
sible with your current choice of combatants. 
There’s no way you’re gonna beat it unless 
you either go bach and fight 10 or so more 
battles to “level up”, or experiment with dif¬ 
ferent characters — like wizards, monks 
or even priests. You’ll do a lot of dying before 
you find the right combination. Regardless 
of your choices, you’ll still have to re-visit 
levels you’ve already cleared just to gain job 
experience and master new techniques. This 
is definitely not a casual game, nor one that 
will be beaten in one or two marathon sit¬ 
tings. This is a several months-long game 
even for the seasoned game player. 

There is an online tutorial that you can 
summon any time you’re not in a battle and 
I would have told you to use that instead 
of reading the manual twice before play¬ 
ing, but it’s seriously flawed. It’s a great idea 
to have it available at (almost) any time and 
it’s very detailed but it’s simply 
ruined by the fact that you can’t 
get out of it once you’ve found 
the information you’re looking 
for. You must read the entire 
entry on a given topic. Heaven 
forbid if you accidentally go into 
the same topic twice. You’re 
forced to watch the whole damn 
thing over again. And you can’t 
go away to refresh your snack 
bowl while it rambles on about 
things you already know, either, 
because it requires that you tap 
the button every so often to 
acknowledge that you’re present, 
alert and ready to keep reading, 
sir! Bah. Better to not have it at 
all. 

As is standard in this indus¬ 
try, we often review versions of games that 
aren’t quite finished and we work with the 
game’s publishers to determine what changes 
will be made before the game’s release. This 
is necessary, because otherwise, you would¬ 
n’t see reviews of your game until months 
after it’s been on store shelves. Most of the 
time, this is beneficial to both the consumer 
and the publisher because there’s usually 




still time to change any things that may 
adversely effect the game’s enjoyability. In 
this case, however, Final Fantasy Tactics is 
a finished game in Japan and Squaresoft, 
the game’s creators, are rather hard-set 
against making ary changes for the American 
version other than the translation. A rather 
closed-minded attitude, if you asked me. 
American tastes differ from Japanese and 
FFT could definitely use some tweaking in a 
few key areas for our short, American atten¬ 
tion spans. Sure, I can see leaving the diffi¬ 
culty alone, it’s good to have a game you 
won’t be finished within a week, but I can’t 
stand having to sit through the same dia¬ 
log time and time again. 

Whew, now that I’m done ranting, I 
should probably say a word or two about the 
good parts. This is definitely an excellent 
game for those of you who love to get lost in 


a strategy game for months. The tactics and 
strategy elements are top-notch. The story¬ 
line is interesting and believable, if a little 
drawn out, and the graphics are excellent. 
The levels are nicely designed, the weapons, 
magics, skills and items are fun to use and 
plentiful and, of course, as any good game 
must have, there’s chickens. If you’re an 
expert strategist, this is a must-buy 

Tim 


BBSB 


This is definitely an excellent game for those of you 
who love to get lost in a strategy game for months. The 
tactics and strategy elements are top-notch. The story¬ 
line ts interesting and believable, if a little drawn out, 
and the graphics are excellent. The levels are nicely 
designed, the weapons, magics, skills and items are 
fun to use and plentiful and, of course, as any good 
game must have, there's chickens. If you're an expert 
strategist, this is a must-buy* 



































































Back in the summer of last year, we 
were offered an early look at a promis¬ 
ing title coming from Sony's San Diego 
Studios. The title was Spawn and the hit- 
potential was obvious. Not only was the 
license hot — number one selling comic 
books, an HBO animated series and a big- 
screen movie in the works — but the con¬ 
cept of the game — to mix exploration 
and puzzle solving elements (read Tomb 
Raider) with complex, arena-style, one- 
on-one fighting (Tekken 2-) sounded like 
a perfect match. 

Back then, in speaking with the devel¬ 
opers and seeing the game early on in 
its development process, we were excit¬ 
ed at the possibilities. There was talk 
of huge levels, incredible hardware and 
software special effects, a detailed fight¬ 
ing system with tons of special moves, 
and deep puzzle solving gameplay. Even 


there isn't any real intro or set-up before 
you start (Spawn’s just kind of plopped 
in this room with four doors) and bare¬ 
ly any CG-style intermissions in between. 

The concept of mixing one-on-one 
fighting with exploration/adventure was, 
and is still, a great idea. Unfortunately, 
the game falls on both accounts. The way 



Todd McFarlane himself (the creator of 
Spawn) was working closely with the 
team to insure the game would stand-up 
to his hordes of avid fans. The result of 
all of this, however, is extremely disap¬ 
pointing. If you need to know more... read 
on. 

The storyline loosely follows the comic 
book and pits Spawn against some of his 
toughest enemies as he works his way 
through hell. The game consists of three 
main levels: Savage. Medieval and Present 
Day, which are broken into many sub- 
levels. If you’re not a fan of the comic, 
you might not get what’s going on, as 


it works is this: Spawn runs around in 
barely populated worlds, pressing switch¬ 
es, collecting various power-up spheres 
(to be used in the fighting mode), smash¬ 
ing trash cans, coffins, boxes and other 
assorted stuff and encountering a goon 
or enemy every so often. When he 
encounters said enemy, the game goes 
into its fighting mode and Spawn must 
now duke it out to the death. Once you’ve 
fallen your opponent, the game switch¬ 
es hack into the exploration mode. The 
problem is, both of the game's modes are 
sub-par and aren’t any fun to play at all. 
Take the exploration mode for example: 
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between them via the R1 and R2 but¬ 
tons. It’s like the developers couldn’t fig¬ 
ure out how to keep them during the 
exploration mode. 

How about graphics? How about first 
generation? Every thing has a bloeky/pix- 
ely look and the levels feel sparse — espe¬ 
cially when compared to similar titles 
such as Nightmare Creatures or, to a less¬ 
er extent, Fighting Force. Even the ani¬ 
mation, which was supposedly motion 



Being in development for three years hasn't helped 
Spawn one bit. For a game that initially had a ton of 
potential, somewhere along the line, it went terribly 
wrong. I can't recommend this game to anyone but the 
most die-hard collectors and fans of the character 
and comic {I'm sure 


they will be disappointed too}. Pass 
this one up as there will be plenty of AAA titles to choose 
from this holiday season and Spawn, sadly, isn't one 
of them. 


The puzzles are an extremely dumbed captured, is painful to watch. Spawn 
down version of Tomb Raider’s. Most lev- moves like he’s overdosed on Exlax and 
els have you finding keys or items that is looking for the nearest Andy Gump, 
are stashed away inside a breakable The most exceptional aspect of the game, 
object or just lying around in plain sight to me, is the ambient soundtrack. It has 
for you to snag. And, the levels are fair- an eerie haunting feel to it, like you’re 
ly short and easy to beat. It’s possible to in the middle of a horror movie, 
actually blow through one of the main Being in development for three years 
levels in about a half-hour. As for the hasn’t helped Spawn one bit. For a game 
fighting, it’s definitely no 
Tekken 2. Heck, it’s not even 

close. Spawn has roughly 15 J a ft 

or so moves at his disposal H |» iH |J 

— some are limited, which II 

you earn by collecting vari- I *• 

ous spheres strewn through- II 

and some, I 


out each level 

in theory, you should be able II II 

to pull off at any time. Maybe I mm Vm# * % * v I 

trouble consistently pulling I 1 

off any moves... talk about || / -'vr 

frustrating! Another thing I " I 

that was somewhat perplex- |l jgCir £ - I 

ing to me, in regards to the [I ’ I 

fighting, is that Spawn can as B 
easily get his butt kicked by 
a regular street thug as one 

of his mortal enemies such as the Violator that initially had a ton of potential, some- 
or Overtkill — what’s up with that? This where along the line, it went terribly 
guy’s supposed to be a freakin’ super- wrong. I can’t recommend this game to 
hero. Wait, there’s more. In the comic, anyone but the most die-hard collectors 
Spawn’s cape and chains are an integral and fans of the character and comic (I’m 
part of his costume. In the game, they sure they will be disappointed too). Pass 
don’t even show up until you enter into this one up as there will be plenty of AAA 
a fight. And you don’t get them at the titles to choose from this holiday season 
same time either; you have to switch and Spawn, sadly, isn’t one of them. 


















































































Last month, Namco released the incred- 
ihle PlayStation conversion of Time Crisis, one 
of the best shooting games to ever grace an 
arcade. In a hold move, Namco packed in their 
GunCon light gun peripheral with copies of 
Time Crisis, giving you the most accurate light 
gun available practically for free. The flip side 
to this is that the GunCon was not designed 
to work with any other PlayStation light gun 
game, so you're out of luck if you wanted to 
use it with games like Die Hard Trilogy, Area 
51, Project: Horned Owl, Maximum Force or 
that really bad Eonami game. So what the heck 
else were you going to do with this gun after 
finishing Time Crisis? Did Namco expect you 
to toss it in the pile of discarded game periph¬ 
erals gathering dust in your closet (on top 
of your PlayStation mouse, Sega Activator and 
old Nintendo robot)? What the hey, the GunCon 
is an incredibly well-balanced, hyper precise 
light gun and it looks cool to boot. Don't toss 
your GunCon yet, it seems that Namco' s got 
another trick up its collective sleeve: Point 
Blank, the first light gun party game. 

My initial reaction to Point Blank was 
something along the lines of, "Hunh?" After 
last month's release of the best console shoot¬ 
ing game to date, Namco has not followed up 
with the most technologically advanced of 
titles. Point Blank is a very simplistic game, 
basically a diverse shooting gallery (kinda like 
a 33-bit update of the old NES Hogan's Alley 
or Duck Hunt carts). No polygons in sight 
on this title, just humble 3D sprites for you to 
blast. 

After calibrating your GunCon, Point Blank 
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opponent! 
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lets you choose to play the game in either 
Arcade or Arrange mode. Arcade is a straight 
port of the original Point Blank arcade game, 
which lets you play through the 16 skill chal¬ 
lenges with one or two players. Arrange Mode 
is the " remixed" version of the arcade game, 
with a little something extra thrown in for 
this version. Arrange Mode has options for 
Training, Special, Party Play and possibly the 
weirdest attempt at an RPG ever, Quest. 

This game is going to put your hand-eye 
coordination to the test as there are dozens 
of different types of shooting contests which 
will tax your reflexes and accuracy something 
fierce. Event categories have been broadly 
defined as rapid shot, round targets, shot group¬ 
ing, single shot, protection, criminal targets, 
color targets, 3D targets, and " variety." Namco 
has tried to keep you involved by constantly 
changing the focus of gameplay between lev¬ 
els, switching tests randomly between the mul¬ 
tiple categories as you play. This element of 
randomness means that it will be awhile before 


Press the 
button 
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Hopefully you've got a friend who picked up 
Time Crisis, 'cause Point Blank is an awesome 
competitive game. Up to eight people can play 
together, taking turns with the two GunCons 
in a round-robin fashion. A whole lot of yelling 
and good-natured mocking is par for the course 
in an evening of Point Blank with your friends, 
forget Twister, bust out the guns! 

Training to become a cop, hitman or bell 
tower sniper? Point Blank will cut down on 
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those expenses at the range while improv- 
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you've played every variant of each style of ing your proficiency with a pistol. This is a 
play. fun game with a big group of people, but can 

My favorite tests were the rapid shots, drag in the basic single player mode. Some of 

where you had unlimited ammo to blast at the more wacky competitions are really 

your targets. Juvenile delinquents will respond inspired — at one point Dig Dug characters 

to shooting at cars and helicopters as fast are launched through the air like clay pigeons 

as possible, pumping the trigger like a mad- and you have to shoot them repeatedly to 

man. Shooting bottles off a bar top is cool in inflate and burst them. Point Blank is seri- 

a Wild West sorta vibe, while the criminal tar- ously skill-based; unlike the majority of light 

gets test your ability to distin¬ 
guish between hapless citizens 
and gun-toting gangsters as you 
move through a hallway, down a 
building or across a street. There 
are so many different types of 
shooting contests that I could go 
on for pages with descriptions of 
them — falling bottles, drifting 
leaves, spinning targets, long dis¬ 
tance silhouettes, etc. etc. Trust 
me, there's a multitude of games 
here. 

The training mode is set up 
smartly, allowing you to practice 
all different kinds of levels on the 
different difficulty settings. This 
will prepare you for some of the 
more esoteric contests in the 
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game, where the target objective is not always 
clear. You'll also get a detailed analysis and 
evaluation of your performance, which helps 
identify your strengths and weaknesses, let¬ 
ting you know which levels you need to give 
more attention to. 

Although Point Blank is a fun little sin¬ 
gle player game, it really comes alive when 
you add two or more friends to the mix. 


gun games which are 11 spray and pray," you're 
forced to take careful aim at your targets. I 
found myself drawn to this simple game, and 
hard a hard time pulling ymself away from 
it long enough to write the review. Not exact¬ 
ly a reason to run out and purchase a GunCon, 
but if you have Time Crisis already, pick this 
title up to get some more value out of your 
investment. 


Thomas J. 
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COMPATIBILITY 



1 or 2 

Bi-il 

Players 


Point Blank is seriously skill-based; unlike the major¬ 
ity of light gun games which are "spray and pray/* 
you’re forced to take careful aim at your targets. 1 
found myself drawn to this simple game, and hard a 
hard time pulling ymself away from it long enough to 
write the review* Not exactly a reason to run out 
and purchase a GunCon, but if you have Time Crisis 
already, pick this title up to get some more value out 
of your investment* 
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Psygnosis has been developing 
quality software for the PlayStation 
since day one, titles like Destruction 
Derby 1 & 2, Wipeout (XL), Formula 
1, and Thunder Truck Rally Well, as 
good as these titles are, Psygnosis has 
been doing even greater games late¬ 
ly, with the recent release of three 
Gold titles; Colony Wars, G-Police, and 
Formula 1 Championship Edition. Well, 
Psygnosis has one more title up their 
sleeves, and it goes by the name 
“Shadow Master”. This first person 
shooter combines a futuristic setting, 
a little strategy, and a ton of a 
whompin’ and a stompin’. 

The storyline for Shadow Master 
is simple enough to follow — two alien 
civilizations fighting it out over turf, 
and wiping out any other race that 
may get in the way. As the ships that 
left “our” world failed to return, the 
home crowd knew it was just a mat¬ 
ter of time before the bad guys made 
their way over the solar system and 
onto the homeland. Well, they’ve 
arrived, with all their mechanized 
weapons and robots of destruction, 
and only you can save the world. And 
let me be the first to tell you — it’s 
ONLY you (the name, by the way, of 
a great Yaz song from the album 
“Upstairs at Eric’s”). Yup, one life. No 
“extra” guys, no freebies, no three 
strikes. One shot and that’s it. This is 
your first clue as to the “challenge” 


that Shadow Master will present you. 
Your basic premise is to drive around 
in your ATV type vehicle, although 
you never get the feeling that you’re 
driving anything, just that you’re 
walking around, and wipeout all the 
baddies and get to the end of the level. 
The action takes place over seven dif¬ 
ferent planets, and there are a total 
of 16 different missions. And these 
are not your run of the mill levels, 
no siree Bob. These is some MONSTER 
big areas. Whoa. You’ll play each level 
half a dozen times before you get com¬ 
fortable with the placement of every¬ 
thing. Each level has anywhere from 
three to a dozen different puzzles to 
solve, although most require just a 
quick shot in the right place. For 
example, you might see three lights 
in the wall and choose to blast 'em all 
out. You’ll then be shown a door open¬ 
ing up in another location of the mis¬ 
sion. There are plenty of different 
power-ups in Shadow Master, and 
choosing the right weapon at the right 
time is your only key to success in 
the later missions. For instance, you 
can’t just fire the regular ol’ laser 
canon at a Skullpion and expect to 
get much accomplished. Nope, for 
these guys, with their tons of body 
armor, you’ll need to bring out some¬ 
thing a little beefier, like the Missile 
or Grenade Launcher. Ohh, yeah. You 
can pick up the various weapons 
upgrades throughout the levels, along 
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Psygnosif hat a groat shooter in Shadow 
Matter, with |utt tho right amount of "odvontvro" 
thrown In for good moaturo. Novtco gamo rt will 
find (t protty tough to got far, and avon advanced 
gamort will have thoir hands full. However, once 
you gel brio the game, there won't be any turning 


with the energy pods you’ll need to 
keep you healthy. Also, the creatures 
emit a little crystal when they 
explode, and those will give you a 
touch of health when picked up. 

Graphically, Shadow Master is on 
par with Colony Wars and G-Police, 
if not better. The monsters are all as 
shiny clean as the Osmonds’ teeth, 
and there is very little pixelization 
in the backgrounds. The 
bad guys are also very col- 
orful, and explode mighti- 
1y into a thousand shards J 
after being pummeled with f| 
a few rounds. The inspi- II 
ration for the fantasy art- I 
work was based on the 
designs of legendary sci- ■ 
ence-fiction artist Rodney i| 
Matthews. It shows (and it I 
has a very “Shadow of the I 
Beast” look to it)! Each H 
level is more intricate than II 
the prior, and the attention H 
to detail leaves little to the II 

The light I 


camper. The sound f/x are all over 
the place, and literally put you right 
in the middle of the game. 

Psygnosis has a great shooter in 
Shadow Master, with just the right 
amount of “adventure” thrown in for 
good measure. Novice gamers will find 


imagination 
sourcing adds great depth II 
to the environments and gpSHSSli 
the inhabitants within, 
while the soundtrack is a good com¬ 
pliment to the mix. The sound F/X 
are top notch, too. Just wait until you 
hear the piercing cry of the mechan¬ 
ical hawks! Shadow Master is pre¬ 
sented in Q Sound and, if you’ve got 
the thumpin’ stereo, you’ll be a happy 


it pretty tough to get far, and even 
advanced gamers will have their 
hands full. However, once you get into 
the game, there won’t be any turn¬ 
ing back — you’ll be hooked. 
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PUBLISHED BY MIDWAY — DEVELOPED BY VISUAL CONCEPTS 


Ok, hoop fans, basketball game #3 
is ready to go, with the release of 
Midway’s NBA Fastbreak (EA Sports’ 
NBA Live "98 


was reviewed in the 
December issue). Since this is Midway’s 
initial foray into the hoops world, you 
may be a bit skeptical I can understand 
that, but rest assured in knowing that 
the developer, Visual Concepts, has done 
many sports titles in the past (including 
last year’s NHL 97 from EA Sports). 

Besides, this game has all the players 
(except Jordan), all the teams, and all 
the stats that any game bearing the NBA The animations in Fastbreak are 
logo should have. Let’s take a closer plentiful. There’s a thousand (or so) dif- 
look... ferent types of passes, from behind the 

By glancing at the surrounding back bounce passes, to over the shoul- 
screen shots, you will notice that NBA der-no look-alley oops, to one handed pin- 
Fastbreak looks really good, a lot crisper point bounce passes. It’s really quite 
than Live 98. That’s because Fastbreak amazing, and half of the time you will 
uses the PlayStation’s higher rez mode find yourself asking “did that really hap- 
of 513 x 340. Unfortunately, the game pen, or did I just imagine it?”, and then 
also pays a heavy price for this look, and you’ll be hitting the instant replay for 
that would be in the form of a slower verification. Then, there’s the multiple 
frame rate. Also, the three point line and dunk styles, although you can’t choose 
the player icons occasionally disappear them on the fly like in Live 98. However, 
from the screen as all the polygonal you only have three to choose from in 
characters run down the court. It may Live (with any individual player), where 
seem a high price to pay for higher res- in Fastbreak there seem to be an infi- 
olution graphics but, once you play the nite number of jams that a player can 
game for any length of time, these issues do. Dunking is done by using the square 
seem to fade into the background. Why? button rather than the triangle (for shoot- 
Well, NBA Fastbreak has got “game”. I’m ing) but, if your player is too far away 
already twenty games into my season, when attempting to jam, you’ll be treat- 
yet I’ve seen something different in every ed to a glorious missed dunk (or an “Olaf ” 
game. as we call it). And for you little guys that 
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The other flaw, and the bigger of the two, 
is that blocking shots is nearly impos¬ 
sible, unless you’re standing right in 
front of the guy. There’s no jumping lat¬ 
erally, and the same guys that have 40” 
verticals on offense have 10” verticals 
when trying to block a shot. Very sad. 
Like in any other sport, for every offen¬ 
sive play, there has to be a defensive 
play that can stop it. Unfortunately, that’s 
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not the case in NBA Fastbreak 



Midway and Visual Concepts are to be commended 
for their work on this fine initial offering into the high* 
ly contested hoops simulation market. If your a bas¬ 
ketball fanatic, this game deserves your attention. 
Although not quite as complete a game as live 98, 
NBA Fastbreak offers a lot of little things, that add 
up to make it a very en[oyable game of basketball* 


lor 2 
Players 
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can’t play above the rim, there’s also an 
assortment of different layups. You can 
do some double clutch scoops, a reverse 
off the glass, a Magic-like finger roll from 
the free throw line and, my favorite, the 
“flip it over your head 'cause you’ve got 
nowhere else to go” layup, a la Michael 
himself. Play calling in NBA Fastbreak 
is very intuitive and simple to use. 

Simply hit the R£ button and 
then pick one of the plays, 
and your computer team- j“sfl— | 
mates react quickly. And j| mu t 
throwing the alley oop is cool, I 1st m 
as your players point up to I ’• ;V| 
the rim when they want you | * 

to toss it up there. Rad. The ' 
best part about rebounding I W ^ 

(which, can be a bit haphaz- I 
ard), is being able to just go I 
back up quickly and slam it H 
down with the square button II 
— you’ve got guys getting II 
dunked on big time! I] 

Since I’ve mentioned I] 
rebounding, it’s time to bring II 
up the two major flaws (as 
I see them) that keep NBA 
Fastbreak from being a Gold title. The be commended for their work on this 
first is (and to a lesser extent) rebound- fine initial offering into the highly con¬ 
ing. Shots come off the rim too quickly tested hoops simulation market. If your 
for you to have time to switch to the clos- a basketball fanatic, this game deserves 
et guy and jump for the ‘board, so your attention. Although not quite as 
rebounding is taken out of your control, complete a game as Live 98, NBA 
Fortunately, your computer guys grab Fastbreak offers a lot of little things, 
their share of the rebounds, thus keep- that add up to make it a very enjoy¬ 
ing the opponent from getting them all. able game of basketball. 


But, on one last positive note, as the 
title of the game implies, there are many 
fast break opportunities to be found. 
After many a rebound, you’ll have a cou¬ 
ple of guys flying down the lanes, look¬ 
ing to run at every opportunity. So, pay 
attention, use the passing icons, and hit 
your guys for some easy buckets. 

Midway and Visual Concepts are to 




Full CoHri Low 


fiction 


Rafter 


DAL 

11 

MA 

M 


17 


13 



Whi ■ 

'i QVT1 

I 1 1 

\\i\ 

u 

c. 

■r j 

ruTo 

/I ( 11 

Mm 







■ 





!■ jU H 















































































































It’s time to shake the cobwebs out 
of the or melon (Simpson’s reference 
#44: Ned asks Homey, “Well, Homer, 
what were you going to do with that 
steel pipe? Give my noggin’ a flog- 
gin’?”) and remember back to when 
it only took two or three people to 
make a video game. Yes, we’re talking 
early eighties games, and Midway’s 
got the goods on seven of the games 
that we all spent many hours playing. 
Midway released Volume 1 (Robotron, 
Defender, Joust, Sinistar and more) 
last year, back when things were called 
“Williams” (but that’s a whole ‘nuther 
subject — one that would have been 
covered in EXMEWS some time ago). 
Well, let’s see what Midway put into 
the second edition, and see if there’s 
enough to whet your nostalgic whis¬ 
tle. 


PRESENTS 


PLRVCK 1 


chase you constantly. Your ammo? 
Pepper. Ahh, what a classic. Ok, game 
number two — Root Beer Tapper (or 
Tapper). The first true drinking game, 
where you play the role of a bar keep 
that has to fling root beer to some seri¬ 
ously thirsty patrons. As the levels 
get larger, the pursuit of parched peo- 
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Burgertime. One word. One great 
game. How can a game that is all about 
making burgers be anything other than 
great? It can’t, and this is “reason 
number one” why you should buy this 
collection (like you need another rea¬ 
son, right?). Burgertime is one of my 
top five games of all time, and one 
of the stand up arcade machines that 
reside in the Winding Arcade. The object 
(for those that don’t know) of BT is to 
make the burger, by dropping the buns, 
lettuce, patty, and cheese onto the plate 
at the bottom of the screen. No easy 
task, as pickles, eggs, and hot dogs 


pie is phenomenal, Penelope! Please, 
get a grip. Anyway, this is a “must 
have” as well, and is “reason number 
two”. The original title of the arcade 
game was “Tapper” (having the 
Budweiser license and found only in 
drinking establishments), and came 
with brass footrails, mini beer taps 
and cup holder. One of these machines 
(in prime condition) can be found at 
the Lindquist Arcade. Spy Hunter was 
a pretty unique arcade game at the 
time, as it brought more strategy to 
the driving game experience than had 
been seen in other racing titles of the 
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a lunar landscape. Splat is a game that 
none of us remember seeing in any 
arcade. It is a Food Fight derivative, 
but takes on a unique twist — your 
head gets knocked off (it takes two 
hits to “die”) and you can run around 
the screen to find it and put it back 
on. But, you can’t throw any food with¬ 
out your head! Joust 2, is well, Joust 
2. And it’s about 1/100th as much fun 
as the original Joust, although you can 
change into that Pegasus thing... and 
that’s kind of cool. 

Again, with any of these arcade 
compilations, you really can’t rate 
them based on today’s standards. 
These games are, for the most part, 
exact duplicates of the original arcade 
code. However, we’ve been kind of won¬ 
dering out loud if the PlayStation’s 
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era. The goal was to make it to the 
end of each stage by shooting, bump¬ 
ing, and avoiding the other vehicles. 
You lost points for wasting civilian 
cars, and were able to get power ups 
by driving into the back of an 18 
wheeler, which would drop down a 
ramp to allow access. Pretty nifty. The 
sit down cabinet was “choice”, and (as 
you collectors know) is 
worth some big bucks today. 

The fourth, and final, rea- I 
son to purchase Midway’s II 
Arcade Collection 2 is II 
because of Blaster. This II 
game (which has a famil- II 

iar Williams feel and sound I _ - 

to it) is a “3D” space shoot- I , 
er that came out just before II - ~ ^ 
the video game “crash” of II 
‘83-84. There’s tons of lev- H 
els and wacky, colorful, II 
alien things to shoot at. This II 

title, in full “duramold” cab- ||_ 

inet, can also be found at 11 
the Lindquist Arcade. H 
Ok, so there are more 
than enough reasons for 



adding Volume 2 to your collection. 
And I don’t care if you’re too young 
to remember these games, they’re 
worth your time and money. But if 
you still want more, Midway also 
included Moon Patrol (which could eas¬ 
ily be reason #5), Splat, and Joust 
2. Moon Patrol is the classic Irem side 
scrolling jump and shoot game, with 


processor slows things down a tad, 
but maybe that’s just us. If you know 
these games, you’ll want them in your 
personal collection — no doubt about 
it (and you’ll enjoy the trivia contest). 
If you aren’t aware of any of these 
classic titles, you’ll want to check them 
out, just so you can see how “real 
games” were made. 

Eric 
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Again, with any of these arcade compilations, you really 
can't rate them based on today's standards. These games 


COMPATIBELITY 


are, for the most part, exact duplicates of the original arcade 
code. However, we've been kind of wondering out loud 
if the PlayStation's processor slows things down a tad, but 
maybe that's [us! us. If you know these games, you'll want 
them rn your personal collection — no doubt about it [and 
you'll enjoy the trivia contest). If you aren't aware of any 
of these classic titles, you'll want to check them out, just so 
you can see how "real games" were made* 
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PUBLISHED BY SONY — DEVELOPED BY MASAHIKO SOTO 


Ever since Alexey Pajitnov and his 
Russian cohorts turned the world on its 
collective ear back in the late ’80’s, game 
companies, large and small, have attempt¬ 
ed to duplicate the incredibly addictive 
experience of Tetris. Tetris was one of the 
first games that was as appealing to 
women as it was men, a 51% demographic 
usually shut out of most game playing sce¬ 
narios. Thus, Tetris has become something 
of a holy grail for publishers; the game to 
duplicate in order to bring women into the 
fold and boost those software sales. While 
there have been many knock-offs and 
clones, none have really captured the orig¬ 
inal’s mind altering play mechanics 
(remember the first time you ever tried 
Tetris and how you’d see the pieces float¬ 
ing down the back of your lids whenev¬ 
er you closed your eyes?). Intelligent Qube, 
published by SCEA, is one of the rare 
games that tries to build on the ideas of 
Tetris and comes quite close to captur¬ 
ing the original’s spirit, in a new form. 

IQ is comparable to Tetris, due to its 
simplistic rules and objectives, yet it 
requires serious skill and practice to mas¬ 
ter. The player is represented on screen 
by a small man (or woman), trapped on 
a narrow grid four squares wide and of 
varying lengths. A set of blocks slowly 
advances down the grid towards the play¬ 
er. As the blocks close in, you hit the but¬ 
ton on your controller to activate the grid 
you,re standing on, then back off. When 
the block advances over the grid, you hit 


the button again, making the block on the 
grid disappear. If you don’t hit the blocks, 
they’ll either crush you or roll off the edge. 
Letting the normal blocks fall off the edge 
will make the row of the grids you’re 
standing on collapse, shortening your play¬ 
ing field. Naturally, as the game progresses, 
the blocks begin to roll faster and the play¬ 
ing field becomes much shorter 

There are three different types of 
blocks for you to worry about. The basic 
block is gray; these are the blocks that 
you’ll have to destroy before they reach 
the edge. Black blocks are bad news, blow 
up one of these guys and you’re in trou¬ 
ble. Nuking a black block will make one of 
your rows of grids crumble away, giving 
you less lee-way to run about. Then there’s 
the magical green blocks. Busting one of 
them will leave a green mark on the floor 
grid where it was destroyed. This green 
grid on the floor can then be used like one 
of your grid markings, except that when 
you detonate a green mark, it causes the 
grids in a three by three area to explode. 
Good timing with a green mark can take 
out as many as nine blocks with a sin¬ 
gle move. 

In the upper right-hand corner, there 
is a little white marker that counts the 
number of moves that you’ve used to fin¬ 
ish off a series of blocks versus the num¬ 
ber of moves you could or should have 
made. Every time you activate one of your 
marks on the floor, it counts as a move. 
Letting the blocks pass over your mark¬ 
er without activating also counts against 
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Intelligent Qube, published by 5CEA, is one of the rare 
games that tries to build on the ideas of Tetris and 
comes quite dose to capturing the original's spirit, in 
a new form*.* IQ is a great puzzle game that'll get you 
torqued, but keep you coming back just to prove that 
you're smarter than it is* I recommend this game to 
those looking to exercise their brains more than their 
thumbs. 




series of blocks that are impossible to clear 
without breaking one or two black blocks, 
so you’ll need to take out the row as fast 
as you can before you’re left with nowhere 
to run. The learning curve is very unfor¬ 
giving, but seeing your IQ at the end of 
the game is enough to keep you coming 
back for more. Who wants to be told by a 
video game that they’re an idiot? 

Not a whole lot going on in the graph¬ 
ics department, just 3D cubes of different 
colors bearing down on your little char¬ 
acter. The background is black, with no 
bursts of color or patterns to relive the 
monochrome sky. It’s like you’re float¬ 
ing alone in space, which may add to the 
isolation and tension of the game, but 
hardly challenge the mighty PlayStation 
processors. Music and sounds are none 
too exciting, either, except for your char¬ 


you. Some of the puzzles are quite chal¬ 
lenging, as you’ll have to lay a mark and 
then wait for a series of black blocks to 
pass over in order to bit the gray or green 
block behind them. 

Luckily, overshooting the counter does¬ 
n’t have any negative effects on your 
game. Hitting the number dead-on will 
give you a higher score at the end of the 
level, but that’s really about 
it. Scoring in this game is more J «■■■«"■ 
for bragging rights than any- I 
thing else. You’re also award- I 
ed for the number of blocks I 
you break in a single move I 
and the sections of grid you K 
have left at the end of a level. I 
These factors, combined with II 
the amount of levels you’ve II 
successfully conquered, add to II 
the IQ score that you’ll receive II * 
at the end of the game. While II „ . 
the highest score I was ever 
able to hit was a paltry IQ of 
85 (meaning I can tie my H^GH 
shoes without too much help, Klpijgj 
but a career in anything j ■ 
beyond McDonald’s grease trap 
cleaner, Wal-Mart greeter, or video game 
journalist is out of the question), I have 
seen people able to top the 250 mark 
(amazingly good at video games, but less 
of a social life than a video game jour¬ 
nalist). 

After you pass through the first stage, 
the levels become faster, shorter and trick¬ 
ier. You’ll eventually be confronted with 


acter’s scream, as he plunges off the side 
of the world. However, you don,t play 
Tetris for the exciting visuals, right? IQ 
is a great puzzle game that’ll get you 
torqued, but keep you coming back just to 
prove that you’re smarter than it is. I rec¬ 
ommend this game to those looking to 
exercise their brains more than their 
thumbs. 

Alex 


23 

i 

Player 














































































































PUBLISHED BY GI INTERACTIVE 


DEVELOPED BY N-SPACE 






Ok, so, there are these really, really 
big bugs see? Huge; we’re talkin' like the 
size of a Cadillac large. Cot it? Ok, and 
these bugs, they've all got wings -- all of 
1 em, even the spiders 1 got wings (note to 
arachnaphobists: it's only a game, spiders 
don't really got wings). So, what else are 
you going to do with a buncha really, real¬ 
ly large flying bugs, but hop on their backs 
and make 1 em race in circles? Small cir¬ 
cles, really. Oh yeah, did I mention that 
these bugs can shoot bolts of magical ener¬ 
gy and generate force shields? These are 
not you average " ew-look-honey-get-the- 
Raid" kinda bugs, these be some big-ass 
magical bugs. Such is the premise offered 
to you in GT Interactive 1 s Bug Riders, devel¬ 
oped by N Space. 

The idea is to beat out the pack of rac¬ 
ers to show who's top bug on the block, 
saving the day and restoring peace to the 
kingdom. Or something equally idiotic. 
Anyway, you hop on your bug, line up at 
the start and go. Not only do you have to 
concentrate on maintaining a steady speed, 
but you also have to hit the swirling gates 
scattered throughout the tracks. Blue gates 
give you more time; this is important 
because if you don't hit enough gates, you 
run out of time, costing you a continue, 
which is no good for anyone. Red gates con¬ 
tain magical weapon pickups which you 
can then fire off at the other riders that 
happen to cross your path. Eventually you 
round the tiny track three times and you 1 re 
off to the next course. 
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In most racing games, you make your 
vehicle go by pushing down on the accel¬ 
erator button on your controller. Ah ha! 
Tricked you, for Bug Riders is not your 
average racing game! You aren't in a vehi¬ 
cle, vehicles are for pansies. You're on a 
giant bug, boy (please reference first para¬ 
graph), and this bug doesn't have no 
stinkin' " accelerator." You 1 ve gotta smack 
that bug to make it go. That 1 s right, you 
whip that beetle within an inch of its life, 
thrashing your mount with a solid riding 
crop like some demented English lord rid¬ 
ing after a fox. Your bug needs motivation 
to get haulin' and a taste of the whip proves 
to be great inspiration. 

There is a drawback for smackin ’ the 
crud outta your ride: do it too much and 
the poor abused creepy crawler will squeak 
with pain and stop moving. The amount of 
whacking you can deliver is monitored by 
a health meter on the right side the of the 
screen. The idea is to beat your bug right 
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piness at your backside. Luckily for you, 
your bug comes equipped with, one stan¬ 
dard, handy-dandy, mystical bolt-repelling 
shield. Too bad, however, that you can 1 1 
see behind you, so you have absolutely no 
idea when to activate said shield. Another 
bug will zoom right up on you and pop you 
a few times before you even know what 1 s 
what. This makes life very difficult, to say 
the least and is the leading cause of both 


lost races and extinguished patience. 



Bug Riders is weird, but not in a, "Gee, that's kindct coot" weird way. The 
question 1 found myself asking as I played was, "Who Hie hell wanted a 
game like this?" The best thing you can say is that it's not a typical racing 
game, but that's due less to the unusual steed you pilot and more to the 
over-all lameness of the title* There are some games that make you quite 
mad when you pay money for them, this game will only disappoint you (if 
you haven't taken caution from this review), Bug Riders is not going to tick 
you off entirely, but it's sure not going to be nominated for this year's 
Best Game award. I recommend that you skip this one and grab one of the 
doiens of really great racing/flying games available for the PlayStation. 


Bug Riders is weird, but not in a, "Gee, 
that 1 s kinda cool," weird way. The ques¬ 
tion I found myself asking as I played was, 
"Who the heck wanted a game like this?" 
The best thing you can say is that it 1 s not 
a typical racing game, but that 1 s due less 
to the unusual steed you pilot and more 
to the over-all lameness of the title. There 
are some games that make you quite mad 


into the red zone at the top of the meter 
so you'll get maximum performance out 
of it. The pain meter moves a lot slower 
than you do, however, so it 1 s possible to 
becomes a little overzealous in your desire 
to streak out into first place and end up 
hurting your ride. Quick, someone call PETA 
and the ASPCAt 

There' s also a health meter on the left 
side of the screen. Overcrop¬ 
ping your bug will cause a lit- c— 
tie bit of damage, which I 
magically (and conveniently) | * 1 nq5 
vanishes after a few moments. I 
However, you will take mas- I 
sive damage for flying full tilt I 
into a major obstruction, say J 
for instance a big rock or the i I 

floor of a cave. Oddly, you I jg«g 
won't take any damage for fly- I ) - 

ing into the boundary of the I 41 
course, the place where you 1 d I . 
normally expect an invisible I 
wall to slam you to a halt. In I 
fact in the earlier levels, you I 
don't really need to steer I 
much, as you'll find yourself 1 
being gently course-corrected, ***** 
instead of plowing into a barrier. As you 
may have surmised at this point, Bug will only disappoint you (if you haven't 
Riders is not the most coherent of racing taken caution from this review). Bug Riders 
games. is not going to tick you off entirely, but it 1 s 

Damage is also piled on by the other sure not going to be nominated for this 
riders you race against. As you zip along, year's Best Game award. I recommend 
bouncing off walls and bashing into trees, that you skip this one and grab one of the 
the racers that are coming up behind you dozens of really great racing/flying games 
are shooting sizzling bolts of mystic unhap- available for the PlayStation. 
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The PS Extreme Historical Ranking Chart 


EXCAVATE is the section where we dig up the last six months of our old ratings and present them on one easy-to-read page, along 
with a little explanation/breakdown of our rating system. Use this as your buying guide throughout the year and as a reference for 
those older games that you might have missed (or wish you had). 
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Excalibur 2555 A.D. 


Clock Tower 


August 1997 


October 1997 


Final Fantasy VH 

September 1997 

99% 

Crash Bandicoot 2 

December 1997 

99% 

Tomb Raider 2 

December 1997 

98% 

Resident Evil: Director's Cut 

November 1997 

98% 

Moto Racer 

December 1997 

98% 

MFL GameDay 98 

October 1997 

98% 



NBA Live 98 

December 1997 

96% 

Grand Tour Racing ’98 

October 1997 

96% 

Croc: Legend of the Gobbos 

October 1997 

95% 

NHL Face-Off 98 

November 1997 

95% 

Treasures of the Deep 

October 1997 

94% 

MDK 

December 1997 

94% 

Colony Wars 

December 1997 

94% 

Jet Moto 2 

December 1997 

94% 

Hercules 

September 1997 

93% 

Raystorm 

September 1997 

93% 

Time Crisis 

October 1997 

93% 

Street Fighter EX+cx 

November 1997 

93% 

G-Police 

November 1997 

93% 

Fighting Force 

December 1997 

92% 

Armored Core 

December 1997 

92% 

Nanotek Warrior 

July 1997 

92% 

Ace Combat 2 

August 1997 

92% 

Steel Reign 

November 1997 

92% 

Nightmare Creatures 

December 1997 

92% 

MLB 98 

September 1997 

91% 

Machine Hunter 

August 1997 

91% 

NHL Breakaway 98 

November 1997 

i 91% 

Parappa the Rapper 

August 1997 

90% 

Ogre Battle 

September 1997 

90% 

Castievania; Symphony of the Night 

November 1997 

90% 

Pandemonium 2 

November 1997 

; 90% 

FI Championship Edition 

December 1997 

90% 

Test Drive 4 

December 1997 

90% 

Felony 11-79 

October 1997 

90% 




89% 


88% 


Cart World Series 

December 1997 

87% 

Shipwreckers 

December 1997 

87% 

Red Asphalt 

December 1997 

87% 

Rampage World Tour 

December 1997 

86% 

Maximum Force 

November 1997 

86% 

Marvel Super Heroes 

November 1997 

86% 

NHL 98 

November 1997 

85% 

Ghost in the Shell 

November 1997 

85% 

Dynasty Warriors 

August 1997 

85% 

Warcraft II 

September 1997 

85% 

PGA Tour 98 

November 1997 

85% 

Nascar 98 

November 1997 

85% 

VS. 

December 1997 

84% 

Madden NFL 98 

October 1997 

83% 

Bravo Air Race 

September 1997 

83% 

Bushido Slade 

October 1997 

83% 

The Lost World 

November 1997 

83% 

Cool Boarders 2 

December 1997 

82% 

NCAA Football 98 

October 1997 

82% 

Mass Destruction 

December 1997 

82% 

Porsche Challenge 

October 1997 

81% 

NBA Hangtime 

August 1997 

81% 

Roy Poy 

August 1997 

81% 

Bottom of the 9th 97 

November 1997 

81% 

Tecmo Stackers 

November 1997 

80% 

Abe's Oddysee 

November 1997 

80% 

W«il WI KEEM 

ISSUE 

RATING 

Lethal Enforcers 1 & II 

August 1997 

79% 

Powerplay 98 

September 1997 

79% 

Mega Man X4 

November 1997 

78% 

Jimmy Johnson Football 

November 1997 

77% 

Tennis Arena 

December 1997 

77% 

Battlesport 

September 1997 

75% 

The Need for Speed; V-Rally 

December 1997 

74% 

Disc wo rid II 

October 1997 

73% 

Courier Crisis 

December 1997 

71% 

All Star Baseball '97 

July 1997 

71% 
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Golden Nugget 

November 1997 

68% 

Caesar s Paiace 

December 1997 

64% 


WHAT DO ALL THOSE NUMBERS MEAN? 


98 - 100 % 

The ultimate gaming 
experience. 



90 - 97 % 

“Must buy” games; each 
carries our editor's seal of 
approval 



80 - 89 % 

Good games, but lacking 
in some area; for fans of 
that style of game. 



70 - 79 % 

Mediocre titles that 
suffer from some serious 
flaws, Rent — don't buy. 


'Ilf! 


0 - 69 % 

Tin games are to be avoided 
at all costs. Only die-hard 
gamers would buy these. 












































































































































others pay full 


Striving for Perfection? 
Dimension Publishing'# got the answer# 



ra Lrfiflffn 


THE PLAYER'S UNOFflCfi 


TITAIMS! 

ff de 

B vs 


SUBSCRIBE NOW 
AND SA VE BIG! 


EACH 
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RH 


to your question# on the 


games. 


The Official Strategy Guide - 


THE OFFICIAL STRATEGY GUIDE 


MAUUEW SB 


6et 12 i$$ue$ of the best PlayStation 
magazine in the world for only $19.95. 
That's a $59.08 value/ Save Bid// 


}bltiit lYMiih f WikXf*M/1 W[HiU JiJ: 1 W3/353 


Dimension Publishing * 1175 Chess Drive, Suite E, Foster City, CA S4404 


Accolade.6,7 

American Saltworks.11 

ASCII Enter tainment . .49 

ETOOS.14,15,23,46,47 

GT Interactive..8,9,28,29 


Lucasarts 


4 * ***■ t *** i * ■ ■ !»•« I liMi * ***-i 


.86,87 


Midway..13,31,48 

Namco...,.34,35 

Psygnosis.43,51 

Reality Quest ..........................38,39 

Sony..2,3,4,5,17,18,24,25 

Sony Electronics..20,33 

T*HQ <li»Mllt*<ilH4llHliil*mit«llt»fHllliilll 41 
Tecmo...88, Buyer’s Guide 
Westwood Studios.37 




mmmmm 


fpTii'J. i £ i k¥;. i * 1 1 


o= ^ Wild Arms ©1997 Sony Computer Entertainment Inc. Sou I Blade™ ©1997 Namco, Ltd. All rights reserved. Tomb Raider and Tomb Raider 2 are registered trademarks of Eidos Interactive. All rights reserved. 4 'Crash Bandicoot", H 'Crash 
H g, Bandicoot 2; Cortex Strikes Back” and the Crash Bandicoot logos are trademarks and copyrighted properties of Universal Interactive Studios, Inc. Source code© 1996 Naughty Dog, Inc.The Sony Computer Entertainment logo is a 
•S "^ trademark of Sony Corporation. Resident Evil ©1997 Capcom, Co. Ltd. Blasto™ ©1997 Sony Computer Entertainment Inc. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment, Inc. 














































Presenting Masters of Teras Kasi, an all-out fighting frenzy featuring 9 Star Wars 


characters and introducing a new villain masterfully trained in the ancient martial 
art of teras kasi. Battle through 9 action-packed arenas. Engage in weapon-to- 


weapon or hand-to-hand combat. Wield lightsabers, blasters, flame throwers and 


battle axes to engage in the ultimate conflict. Heck, even the 


Empire never struck back this hard, www.lucasarts.com 


Playstation 


®. w & © 199? iucaslirm Ltd. and Loeasfets Entertainment Company. Ail Rights Reserved. stir Wars- and the LucasArts logo are registered trademarks, and Masters q! Teras K£$i feaMmaric of Lucasliim Ltd ,, user) tinder authorization. 
PlayStaiiOft and the PlayStation logos are trademaitis 0 ! Sorry Compeer Eniettaiwnert Inc, 
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Y Tecmo 

R&D, the 
research arm 
of 
game 

recently stumbled 
upon an astounding 
^Hr discovery: the presence 

of cyber monsters in all CDs. 

-■i'iC According to a source at 

Tecmo, "We were analyzing 
CD technology when we 
came across some interesting 

/ ' ■ coding imbedded in the 

* : - : i : | ; i |;|||| ;flK|r inactive segment of a CD. 

Initially we aeiieved this to 
be an isolated case, but 
further investigation proved 
this to be common among all 
CDs, regardless of their purpose. 

H^BiY g i. Even music and PC CDs contain 

P this'genetic'coding." 

Tecmo is uncertain of the original 
intention of these codes, but does confirm 
_ that they mirror human genetic coding, and that 

every CD produced contains a unique set. It is rumored 
that CD manufacturers nave conspired to imbed these hidden codes. An 
investigation is currently underway. 

in order to facilitate further testing of the cyber creatures, Tecmo has developed a 
safe environment that can be reconstructed with the PlayStation Vl console. The virtual 
environment allows the user to release these dormant 'cyber-monsters' into a controlled 
environment for testing. Insiders at Tecmo jokingly refer to the environment as the 'Monster 
Ranch,' and to themselves as 'Monster Ranchers.' The virtual environment has recently 
passed federal saftey guidelines, and will be available over-the-counter this fall. 

i "We don't want to alarm the public, but we do recommend caution when using any 
\ CD," a Tecmo spokesperson warned. 




PlayStation 


Monster Rancher u ©1997 Tecmo Ltd. TECMO 04 is a registered trademark of Tecmo. Inc. For additional information 
on this product, call 1-800-771-3772 for game raling information. PlayS tali on and the PlayStation logos are 
trademarks of Sony Computer Entertainment Inc. TECMO 19260 S- Van Ness Avenue, Torrance, CA 90501, 
Phone (310)787-2900 Fast (310) 787-3131-Visit Tecmo a| www.tecmo.co.jp. 
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goal is to preserve classic video game m 

they are not lost permanently 


game magazines so that 





Please visit us a! www.retromags.com 

made from these scans, nor do we of 


















































